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THE EASIEST, 

MOST THRILLING 
3D DRIVING GAME VET! 


Take the wheel of your turbo- 
charged Porsche as you 
\ and your partner go In 
V pursuit of danger- 
\ous criminals all 
J<' \ driving an evil 3S1 

I ’ \ array of j 

i.X souped-up x 

A A roadsters. 


VOTED 

ARCADE GAME 
OF THE 

YEAR Jill 


TURBO 

BOOST! 


Need to catch up in a hurry? Well, 
just one press of your Turbo Button will 
leave your eyes in the back of your head! 

BARRELLING THROUGH 

THE CITY STREETS, along the roughest of 

dirt tracks and through busy tunnels - if you can hold 
the line! The low life can run, but they can’t hide ... 


DISTANCE 
SPEED |fV 


Ocean Software Limited • 6 Central Stre 
Telephone: 061 832 6633 • Telex: 66^)977 O 

















action sequences put you in control 
of Elliot Ness's elite squad of crime-busters 


ALLEYWAY SHOOTOIJTS 
THE BORDER RAID, 


The Railway Station confrontation and 
Warehouse bust culminating in the 
thrilling denouement of a * 


as you re-live the knife edge j j 

existence of Ness in his struggle 
against the retribution of Capone! 

THE UNTOUCHABLES - LIVE A\ .^lERICAX LEGEND 

'an absolute corker of a game as a fine example of how to do the job 
smooth and polished as you can get. properly a cracking conversion... 
animation is top notch a brilliant easily one of the most successful 
film conversion" Games Machine licences to date” Sinclair User 


EG0033030® 

G/® Ckb <0 CIRoo 

NOW WITH TWICE THE ACTION, 

TWICE THE FUN,TWICE THE CHALLENGE 

The Hi-jack report came from a DC10 leaving Paris for Boston -Arab 
guerillas Were in control of flight 102 and had turned the aircraft towards 
Africa...The plane lands in hostile territory and the terrorists begin 
their demands... > 


or the bulletproof vest, but watch out for 


Operation Thunderbolt the incredible Taito poin-op conversion 
brought NOW to your home computer. 
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and every one of us, serving to guide us through the 
dark times. A paragraph’s silence in Clifford’s 
honour... 



Lumme! A disk! And if you 
want to get the most out of it, 
this is the place to be. 
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LETTERS 



A whole page of opinions, 
wit, debate, uproar, tears, 
laughter, joy, sadness, 
drama, shocks... but no 
turtles. 


Cinemaware’s latest 
appears from out of the blue, 
Speedball M’s underway, and 
Ocean ties up a pair of 
criminals. All that and more 
- after the break. 



RELEASES 


There’s a veritable flood of 
software coming your way 
over the next 30 days - and 
it’s all here, in handy bite-size 
chunks. 


WORK IN PROGRESS 

What’s in store from Psyg- 
nosis over the coming year. 
Plus! The state of play with 
the Bitmap Brother’s 
Cadaver and Domark’s con¬ 
version of Klax. 





Activision’s brilliant Warhead 
tops the bill, with a health 
supporting cast including U 
Gold’s innovative E.Motion, 
Empire’s Pipe Mania and 
Cinemaware’s TV Sports: 
Basketball. 


Everything you ever wanted 
to know about Ocean’s 

Chase HQ and Lost Patrol, 
Delphine’s Future Wars: Time 
Travellers, and Empire’s 
Space Ace. 


PLAYERS GUIDE 

Programmer Pete Cooke 
takes would-be tower- 
topplers through Rainbird’s 

Tower Of Babel. 



COMPETITION 

It’s all out there for the taking 
- and with US Gold offering a 
Philips video with built-in TV 
monitor, who wouldn’t like to 
take some of it? 


DEMOS 

Aaah... nostalgia. Channel 
4’s Land Of The Giants gets 
the treatment along with 
Inspector Gadget and a host 
of MEGA! Demos. 



GRAFIX 

Phil South takes a (slightly) 
serious look at producing 
comic art, with a little help 
from Watchmen’s illustrator 
Dave Gibbons. 













































ARCADES 

Eugene Lacey has a whale of 
a time with Atari’s Klax, 
SNK’s Search And Destroy 
and Sega’s Shadow Dancer. 


FEATURE 

Gordon Houghton has the 
whole world in his hands - 
along with a Nintendo Game 
Boy, Atari Lynx and a host of 
other pocket-size games 
machines. 


BACKSPACE 

Gary Penn continues his 
jaywalk down memory lane, 
with the third alphabetical 
instalment of his software 
industry history. 



















PIPE MANIA 
PREVIEW 
DISK 


INTRODUCTION 

Pipe Mania is a manic pipe game for one or two 
players. 

SO WHAT’S IT ALL 
ABOUT THEN, EH? 

Reading the review on Page 74 will go some way 
towards providing you with the general idea of how it 
all works. However, you may well still require a 
helping hand - so here it is... 

HOW TO LOAD 
YOUR SPECIAL 
PIPE MANIA 
PREVIEW DISK 

Unfortunately for our PC-owning pals, we couldn’t 
make a special preview disk, so only ST and Amiga 
people can load our special preview disk (it works 
on either machine). BUT! All is not lost, MS-DOS 
mates: you can still read the review and take 
advantage of our special Pipe Mania offer below. 

AMIGA 

It’s as simple as simple can be... First, ensure there 
are no external peripherals connected (apart from 
your monitor or television). Plug a joystick into Port 
Two. Now turn on your Amiga, and when the 
Workbench prompt appears, insert your Pipe 
Mania disk into the internal drive. Wait for a bit. 
When asked, choose between the Pipe Mania or 
Gazza’s Super Soccer/Team Yankee previews. 
The relevant program will now load and run 
automatically. 

ATARI ST 

So easy, even someone with no head could do it. 
First, ensure there are no external peripherals 
connected (apart from your monitor or television). 
Plug a mouse into its usual hole (ie: Port Zero) and a 
joystick into Port One. Insert the disk into the 
internal drive and switch on your machine - a TOS 
screen will appear, at which point you should use 
the mouse to move the pointer to either 
PIPEDEMO.PRG or PREVIEW.PRG. Now double¬ 
click (two quick clicks) the left-hand mouse button to 
load and run the your choice. 


Pipes! 
Mania! 
Water! 

FEATURES! 

HOW TO PLAY 
YOUR SPECIAL 
PIPE MANIA 
PREVIEW DISK 

OPTIONS 

The Options Screen allows you to choose your level 
of play (One, Five or Nine), select a One or 
Two-player game in either Basic or Expert mode, 
choose your control device, be it Joystick, Mouse or 
Keyboard, or view some of the higher levels. Move 
the joystick up or down to highlight the correct 
category, then move the joystick left or right to cycle 
through the options available. To start, select PLAY 
and press fire. 

When the going gets flowing, the tough lay down 
bits of pipe. When you start you are presented with a 
central playing area where all the pipe-laying takes 
place, and in the top left-hand corner, the next four 
pipe sections you can use. To lay a section of pipe, 
move your flashing cursor to the relevant square 
and press fire - the section you lay is the piece at 
the bottom of the column of four pieces. When you 
lay a piece, the rest of the sections in the top-left 
corner drop down, ready for you to lay another 
piece. 

At the outset, you have a short time with which to 
get a pipe started before the flooze starts to flow out 
of the ‘S’ stopcock. When it does, it’s vital that the 
flooze never reaches the end of the pipe - to win a 
level your pipe must be long enough to carry the 
flooze for a number of sections, displayed in the 
status ares at the top of the screen. 

It is possible to replace a section of pipe by laying 
a section over an existing piece, but this process 
takes slightly longer than laying a piece on a fresh 
square. If the next piece coming up isn’t 
immediately helpful to you, drop it somewhere else 
- but try to put it on a square where it could come in 
useful later. 

On later levels you come up against fish, fire 
hydrants and buckled tiles where pipe pieces can’t 
be laid, so work your way around them. On the 
positive side, there are also reservoirs on certain 
screens - build your pipe into one of these to buy 
yourself a bit of time as the flooze stops to fill up the 
bowl before carrying on. 

In the expert game, things are a little trickier. Now 
you have two sets of pipes to choose from. To lay a 
piece from the bottom set, hold down the fire button 
and pull down on the joystick. To lay a piece from the 
top set, hold down fire and push up. You will soon 
realise just how tough it is... 


SPECIAL 


In two-player mode, the second player should 
plug his control device into the spare port - the 
rules are much the same, but it’s vital that you and 
your chum work together to build a decent pipe. Try 
it and see... 


GOT A PROBLEM? 

Should you find your diskette faulty, 

Please don’t think that we’ve been naughty. 

And please don’t go and lose your rag, 

Just drop it in a jiffy bag. 

And send it back to us right now, 

So that we needn’t have a row. 

We’ll do our best to replace your disk 
with one completely free of risk 
So you can have your jolly fun, 

Thanks to us here at The One. 

So, to get out of this awful mess, 

Send your disk to this address, 

And it’ll be replaced without delays, 

(Give or take 28 days). 

In other words, pop your faulty disk into a jiffy baq 
and send it to... 

DODGY DISKS ARE NO FUN 

WE HAVE SOME THAT WORK HERE AT THE 

ONE 

Priory Court 

30-32 Farringdon Lane, Sport 
LONDON (Coo) 

EC1R3AU 

PIPE-TASTIC 
MONEY OFF 
OFFER! 

If you want to save yourself some money, 

We have a deal that’s sweet as honey. 

For seven whole quid off Empire’s latest, 

You will find that we are the greatest. 

Just write a cheque for £17.99 
And then you can drop us a line, 

Tell us which machine is your best mate, 

Or you’ll find yourself in a right old state. 

Send your dosh to the address below, 

And you’ll get your game, don’t you know. 

Give us 28 days to sort it out, 

And the game is yours without a doubt. 

NOW THE 
SENSIBLE BIT 

Make your cheque payable to EMAP B&CP, to the 
sum of £17.99, and send it to: 

Pipe Mania Offer 
PO BOX 136 
Peterborough 
PE2 OXW 

Don’t forget to clearly state your name, address and 
your machine (ST, Amiga or PC) and please allow 
28 days for delivery. 





















• Amiga graphics ta 
fromcoin-op ROM's 


ELITE SYSTEMS LTD, Anchor House, Anchor Road, Aldridge. Walsall, West Midlands WS9 8PW. England CONSUMER HOTLINE: (0922) 743408 


Capcom's universally popular 
Coln-OP; GHOSTS N' GOBLINS tm. 
Is now available for your 
16 -blt home computer. 
Capturing all the features from 
the ORIGINAL coln-op 
GHOSTS ‘N’ GOBLINS tm 
captures every detail In true 
16 -blt style: 




ST 


£19.99 

tm c 1987 Atari Corporation, Sunnyvale. 
CA 94086. All rights reserved. 


Commodi 


i-iyjJGA 


£19.99 

(available in y 2 mb or imb version) 
tm Amiga is a trademark of the 
Commodore computer Corporation 


• 1 or 2 Player section 

• Amiga & IBM PC versions 
contain all six levels of coin-op 

• well over 100 screens to 
battle through 

• Choice of five weapons with 
which to fight 

• 28 enemy characters to 
overcome 


• 4 way 

scrolling 

effect 


[ UiJ-iw —• *- 


c 1988 Capcom tm USA Inc. 
c 1990 Elite Systems Ltd. 


RELEASE DATE 
Europe 16th April 1990 
U.K. 2nd May 1990 


ML ' 




£24.99 

(available in 3%" or 5%", supports CCA, 
EGA and Tandy) 

tm c copyright international Business 
Machines Corporation. 1981,1987 
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LETTERS, The One, Priory Court, 30-32 
Farringdon Lane, London EC IR 3AU. 


PLASTIC PRATTLE 

Dear The One, 

Here is a tip for those who are short of plastic 
wallets for their disks. Go to the Post Office or any Bank 
and ask for some coin bags (I’ve found the Post Office 
bags are best), cut off the flap and you have a strong plastic 
wallet for your disks. 

Denis Forde, South Shields, Tyne And Wear. 


first time this has happened — our sister magazine 
Computer <£ Video Games had swastikas blacked out of 
German issues when they were shown as part of its Rocket 
Ranger tips. And even games have to suffer — when 
CapCom’s Commando hit Germany, the government 
insisted that it was renamed Space Invasion, and the 
German soldiers replaced by space aliens! What will they 
think of next ? 


oo 


I Erm...yes. And to illustrate this money-saving 
technique, Denis has even sent in a sample 
wallet! Next week - how to nail a jelly to the ceiling. 


SOUND IDEAS 

Dear The One, 

I have a PC and have been recently hearing a 
lot of talk about games supporting sound boards and the 
sound being brilliant. Could you please fill me in with as 
much detail as possible about these sound boards? 

Jonathan Gray, Cricklewood, London. 

One of the most annoying things about playing 

games on IBM-compatibles is the horrendous 
cacophony that comes from the built-in squeaker. However, 
there are many ways to improve this — you can even upgrade 
to stereo synth—quality sound far superior to that of the 
Amiga if you’re willing to part with the cash! Unfortunately, 
it’s not just a case of buying a sound card — because PC 
monitors aren’t equipped for sound, you also need to kit 
yourself out with an amplifier and speakers (but of course 
you can easily run the sound through your existing hi-fi). 
Another problem is that there is no single ‘ standard’ format 
(as yet), so certain games only support one board or the 
other. The best sound board around at the moment is the 
Roland LAPCI - but despite its excellent quality, it isn’t too 
good for your wallet, costing nearly 380! For more 
information, contact Roland at the West Cross Centre, 
Brentford, Middlesex, TW8 9EZ or buzz ’em on (01) 568 
1247. 


LYNX LUST 

Dear The One, 

I would like to ask you something regarding 
the ‘Handy’, the hand-held Atari games machine you 
reviewed way back in Issue 10. You mentioned it should 
be out by Christmas. Do you have any information about 
where I could get one? 

Chris Barker, Bretton, Peterborough. 

As of next April, you’ll be able to buy the Atari 

Lynx (as it’s now called) everywhere from 
Dixons to Safeways, when it’s officially launched in this 
country. The miniature marvel will cost 149.99, with 
software retailing at a slightly extravagant 30. For more 
information, take a look at our hand-held consoles feature 
on page 101. 


RODENT 

REQUEST 

Dear The One, 

I wonder if you could give me a cheat for 
Ghostbusters II? And please could you show me a 
picture of a game called Mickey Mouse? 

Asim Haveez, Edinburgh. 

Well, the Ghostbusters II cheat you’ll have to 

wait for — that’s likely to be in the Tips section 
over the next month or so. But the Mickey Mouse picture we 
can oblige you with. Will Gremlin’s officially-licenced ST 
adaptation do? 


movie Rain Man, starring Tom Cruise and Dustin 
Hoffman, to the ST or Amiga? 

Rain Man is my favourite film, and I’m sure it would 
make a brilliant game too — you could have digitised 
scenes from the film and everything. 

Nigel Slack, Gloucester. 


I Ahem... as far as we know there are no plans to 
bring Rain Man to the 16-bit screen - but we 
agree, it’d make a super game. You could have a Blackjack 
section, a driving game, where you have to fight with Dustin 
for control of the car, and even a bonus level where you have 
to count the cocktail sticks within a time limit ! 1 Come to think 
of it, how come Ocean hasn’t snapped it up yet.. 


TYSON TROUBLE 

Dear The One, 

I’ve been having a lot of arguments with my 
family and friends over the last few days, and we’d 
appreciate it if you could set the matter straight. Just who 
did (or at least should have won) the controversial World 
Heavyweight Championship bout between ‘Iron’ Mike 
Tyson and James ‘Buster’ Douglas? I say Mike should have 
won it, but everyone disagrees with me. 

Mark Forris, Perivale, Middlesex. 

The Tyson/Douglas fight has also been a bone 

of contention around The One office of late. 
Tyson fan Gary Whitta claims Buster was definitely on the 
canvas for at least 13 seconds in the eighth round, and so he 
should have been counted out, while darn Brennan says that 
Buster got up on the count of nine. But then ofcourse, the big 
question is, was the referee’s count longer than 10 seconds? 
Whatever the result, there’s no denying that Tyson got a bit 
of a pasting, and his aura of iron—like invulnerability has 
well and truly melted... or has it? Gary Penn reckons that the 
whole thing was a publicity stunt to boost Tyson's flagging 
ticket sales, after all who wants to watch a foregone 
conclusion? Coincidentally, the editor of another of our sister 
publications, Sinclair User, is also called James Douglas 
(without the Buster), and he got engaged on Valentine’s day 
to our marketing assistant Sarah Ewing. Hip, hip... 


SAUSAGE 

CENSORSHIP 

Dear The One, 

I bought last week Issue 16 of your superb 
magazine and was very disappointed not to discover 
pages 71/72 with tips for my favourite game Indiana 
Jones The Last Crusade. Every copy missed these 
pages. I rode into the next town and bought it a second 
time — pages 71 /72 were missing too. I called a friend in 
Hamburg to buy it for me there, but without success. I 
think in the whole of Germany one can’t find a complete 
copy of this issue. This is quite ridiculous. I suppose that 
Issue 16 was censored by the distributor because of 
Hitler appearing in this part of the adventure. 

E Wannert, Hernez, West Germany. 


CONSOLE QUERY 

Dear The One, 

Please could you tell me if you have any plans 
to cover the new range of consoles like the 16-bit Sega, 
GameBoy and Atari Lynx? Will you be doing full reviews, 
or just features on them once in a while? 

Robert Cross, Poplar, East London. 


I Well Robert we are The One for 16-bit games, 
so there’s a good chance ofus covering the Sega 
MegaDrive when it’s launched in the UK this Autumn. As for 
the rest we’// have to wait and see, but rest assured we’ll be 
keeping you up-to-date. 


MUSIC MUDDLE 

Dear The One 

I own an Amiga 500, and I’m really interested 
in getting into computer music. The only problem is — I 
haven’t got a clue where to start! 

I hear lots of talk about MIDI, synthesizers and all these 
different music packages, but it doesn’t really make any 
sense to me. All the music features in magazines at the 
moment seem to be written for the experienced 
musician who has already got a foothold. 

What I want to know is, do you have any plans to do a 
regular Sound feature — along the same lines as Grafix — 
to get us ignorant would-be musicians on the right track? 
Frank Keller, Maidstone, Kent 


I Right first time. The West German government 
was apparently none too happy about seeing 
swastikas and goose—stepping Nazis all over pages 7 / and 
72, and decided to remove them before they got to the shops 
to ‘ protect’ anybody who might see them. But this isn’t the 


DUSTIN DILEMMA 

Dear The One, 

Please could you tell me if any software 
companies have got the rights to convert that brilliant 


I Funny you should mention it., plans are afoot 
for a new regular section on music and sound, to 
be produced by the one and only Phil South. Innovation is the 
keyword here, with Phil promising a ‘different’ approach to 
the subject Bet you can hardly wait.. 
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s Mania is "a classic puzzle arcade game that i: 

Pipe Mania is a game of great ingenuity, simple in 
You’ll need to act instinctively, but think strategically! 
One wrong move, one brief hesitation or mis-plac 
ST Action 
“Pipe Mania is a conceptually simple and cheeky 
game which is incredibly addictive” 

Commodore User Screenstar 

'Terrifically addictive... outlasts any arcade conv 


Buy this ga 

The Game 

"A puzzle ga 
Pipe Maniaj 


e Star Player Award 83% 

ingenuity and addictivity, 
concept, fiendishly 
attractive to look at” 


to drive you round the 

. 3 -jputing Excellence Award 95% 

^ "A game with a game play that shines” 

Game Players Award USA 

"Best PC strategy game of 1989” 


Stannetts • Laindon North 


rcdoS 

rGAME.OETHEJytARj 

• Basildon • Essex • SS15 6DJ 
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“There shall be Wings...” 

Leonardo Da Vinci, 1500 




CINEMAWARE’S first Inter¬ 
active Movie of the year is its 
most diverse yet - it’s a flight 
simulator! Set in France at the 
height of World War One, 
Wings casts the player as a 
rookie allied fighter pilot in the 
56th Aerosquadron, who has 
been assigned to keep a 
journal of events during the 
Great War. As the war 
continues, you are taken 
through a series of aerial 
adventures in the battle 
against the Hun - and their 
main man in the air, the Red 
Baron. 

In time-honoured 
Cinemaware tradition, Wings 
is influenced by the old classic 
war movies like Dawn Patrol 
and Aces High, but it also 
draws heavily from the war 
diaries of one of WWI’s 
greatest flying aces - Major 
Edward “Mick” Mannock. It’s 
this source of inspiration 
that’s led to Wings’ unique 
viewpoint, telling the whole 
story through the diaries of a 
single fresh-faced pilot - 
that’s you. 

The object of Wings is 
simply to survive until 1918 
and the end of the war - but 
seeing as the average life 
expectancy of a new pilot in 
WWI was only three weeks, 
it’s not as easy as it sounds. 
What this all boils down to is 
flying a variety of missions 
against the Bosche to halt, or 
at least slow, their progress. 

Unlike most flight 
simulators however, the 
variety of missions is a great 
deal wider in Wings, with you 
doing everything from escor¬ 
ting allied planes across 
enemy territory to bombing 
U-Boats and intercepting 
German attack squadrons on 
their way to attack your bases! 
And of course realism is the 
order of the day: you can 
forget high-G rolls and 
Sidewinder missiles - in 
Wings you get what the real 
pilots of the time got: a 
prop-driven biplane armed 
with canopy-mounted Lewis 
guns and the odd bomb or 
two. 

Wings has been designed 
by Cinemaware’s John Cut¬ 
ter, the man behind the two TV 
Sports games, Rocket 
Ranger and The Three 
Stooges, and he’s par¬ 
ticularly proud of his new 
baby’s innovative approach: 
“My initial reaction to design¬ 
ing a World War One flight 
simulator was pretty negative. 
With so many good flight 
simulators on the market I 
wondered how we could 
possibly compete with them 
all. My early hesitations were 
quelled during my first 
research to the library. What 


CINEMA 
FOR THE 


incredible stories I read that 
afternoon! There were per¬ 
sonal accounts of 
unbelievable courage and 
dedication - reflections of 
man’s indomitable spirit 
struggling valiantly against 
his enemies, the elements 
and the dangers of an infant 
technology.” 

“Today, fighter pilots rely 
heavily on their instruments 
and high-tech weaponry, 
while battles are fought in 
terms of miles and kilometres. 
My imagination ran to the 
clouds as I contemplated how 
the great aerial knights of 
WWI fought within a few yards 
of each other, relying primarily 


on their own skills and 
courage for survival. It was in 
the veiy human stories of 
these airborne pioneers that I 
discovered the path to making 
out game unique. Wings isn’t 
a flight simulator - it’s a life 
simulator!” 

Work on Wings is almost 
complete - the game design 
and graphics have been 
established, and now it’s just 
a matter of tying up loose 
ends. A release date has yet 
to be set, but expect to see the 
Amiga version make its 
maiden flight sometime 
before the Summer. Roger 
Wilco and out... 


o to the air. The 3D aerial combat is viewed primarily from 

_ _jtly behind the pilot’s seat, and no detail has been spared - 

Riot rolls around in his seat as the plane banks, the engine 
Itinually splutters and coughs, and there’s even the classic 
scteam of burning engines as totalled planes plummet to the 
ground. 




ven in the 
jilightened 
tne First 
5rld War, the Air 
"Force had. 

A clever 
synchronisation 
device to shoot 
through the 
rotating propellor 
blades without 
hitting them! 
Invaluable here, 
right on the tail of a 
fleeing Fokker 
Triplane. 
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A II of Wings’ graphics have been designed and drawn by Jeff 
rnHilbers, who was previously the lead artist on Rocket Ranger 
and It Came From The Desert. This is just one of the many in-game’ 


© FIGHTER BOMBER 

(Activision) 

© FUTURE WARS: TIME 
TRAVELLERS 

(Palace/Delphine) 

KICK OFF: 1 EXTRA 
TIME 
(Anco) 

0 /T\ SIM CITY 

(Infogrames) 

OPERATION 
THUNDERBOLT 
(Ocean) 

KICK OFF 

(Anco) 

® IT CAME FROM THE 
DESERT 

(M i rrorsoft/C i nemaware) 

® THE NINJA 
WARRIORS 

(Virgin) 

© CHASE HQ 

(Ocean) 

GHOULS’N’GHOSTS 


® GHOULS 

(US Gold) 


action switches to outside the plane as the Red Baron gets 
\ better of you and start peppering you with machine-gun 
fiWTime for a spot of evasive action... 
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MONTY’S BACK 


THE LEGEND of Monty Mole 
lives on. Gremlin’s cutesy 
coal-miner - who made his 
debut in 1984 and went on to 
star in no less than four classic 
8-bit platform games - is 
soon to make his 16-bit debut 
in Impossamole. 

Currently being developed 
by Core Design, the team 


behind Rick Dangerous, the 
game boasts over 200 
screens of scrolling platform 
action split into five levels, a 
variety of different weapons 
and more intelligent enemies 
than ever before. 

Impossamole should be 
ready by Easter, so expect to 
see ; it hit the streets on the 


Gremlin label around that 
time. And what’s more, a 
Gremlin mole tells us that the 
company is going to make the 
cuddly character “the most 
merchandised character in 
the industry.” So expect a blitz 
of T-shirts, sweatshirts, 
mugs, cartoon strips, posters 
and badges. 


BROS 

PLAY 

BALL 

(AGAIN) 


CURRENTLY in production is 
the sequel to the Bitmap 
Brothers’ award-winning 
futuristic sports simulation 

Speedball. 

Speedball II, featuring 
graphics by the Bitmap’s 
latest ‘brother’, Dan Malone, 
promises a host of imp¬ 
rovements over the original - 
female players for a start! And 
what about alien teams and 
players from different nations 
and planets, complete with 
‘mutant’ parts, eh? 

The boys are currently 
ploughing all their efforts into 



work on the game, but it’s still 
at quite an early stage, so 


don’t expect to see anything 
before September. 



Compiled exclusively for The One by SOFTWARE CIRCUS 
LTD. The Plaza on Oxford Street, 120 Oxford Street, 
LONDON WIN 9DP. Tel: 01 436 2811. 


□ CHAOS STRIKES 
BACK 

(Mirrorsoft/FTL) 

S FUTURE WARS: TIME 
TRAVELLERS 
(Palace/Delphine) 

0 KICK OFF: EXTRA 
TIME 

(Anco) 

IT] CHASE HQ 
— (Ocean) 


NE 


NE 


S THE NINJA 
WARRIORS 
(Virgin) 

[ne| maniac mansion 

— (US Gold/Lucasfilm) 


KICK OFF 
(Anco) 


RE FALCON 
— (Mirrorsoft/Spectrum 
HoloByte) 


THE HOUND OF 
SHADOW 
(Electronic Arts) 


GHOULS’N’GHOSTS 
(US Gold) 
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INFESTATION 

Are you ready for a new level of realism in computer games? Are you prepared 
for an atmospheric experience you will never forget? Can you cope with super¬ 
fast solid 3D vector graphics? Will you venture into the unknown, aione, and 
armed only with a single pulse rifle? Can you overcome the INFESTATION? 

INFESTATION takes computer games to a new level of realism. It creates a 
complete environment stunningly rendered in super-fast solid 3D vector graphics. 
You are completely free to move within the game world, examining and manipulating 
objects just as you would in a real world. And, as in reality, you are not alone. Only, 
unlike those on Earth, the other occupants of Infestation’s world are not very friendly 
at all... 

Your task as Kal Solar, Agent of the Interplanetary Federation, is to travel to Alpha 
II, investigate and end the alien threat. Your mission will not be an easy one. As well 
as the mother alien and its eggs, you will have to deal with hostile droids and 
computer systems, radioactive areas, and things unknown. 

INFESTATION is a truly atmospheric experience. Don’t play this game when you’re 
alone . . it may well be your last! 

Screen Shots from the Atari ST version AMIGA/ATARI ST £24.95 

PSYGNOSIS - GAMES PEOPLE PLAY 


PSYGNOSIS 
FREEPOST 
LIVERPOOL L3 3AB 
UNITED KINGDOM 
Tel: 051-709 5755 
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EMPIRE 
TO JET 


LOCKS ON 
FIGHTER 


JET FIGHTER, the brilliant 
PC flight simulation (reviewed 
in Issue Six) which has 
previously been available on 
import only, is soon to be 
released officially in the UK on 
the Empire label. What’s 
more, ST and Amiga conver¬ 
sions are definitely on the 
cards! 

However, Empire’s Simon 
Jeffries says there are still 
some loose ends to tie up, and 
it’s unlikely that the PC 
original will hit the shops 
before Easter. As for the 
16-bit incarnations - a prog¬ 
ramming team is still being 
sought after, so ST and Amiga 
owners have to wait until at 
least the latter half of the year. 




B avivid imaginatio 

VIVID Image, the new Ninja games is soon to make and arcade adventure < 


VIVID Image, the new 
development house formed 
by the team behind the Last 


Ninja games is soon to make 
its debut with Hammerfist, a 
multi-level mix of shoot ’em up 


and arcade adventure action 
set to appear on the Activision 
label. 

Produced by John Twiddy, 
Hugh Riley and Mev Dine, 
Hammerfist casts one or two 
players as holographic war¬ 
riors battling through 10 levels 
of harsh alien terrain in a bid to 
topple a company that’s out to 
conquer the world. 

The emphasis is centred 
squarely on action, with a 
variety of weapons available 
to KO the alien hordes that 
beset the two heroes, but 
there’s also a strong puzzle 
element brought in by the 
different strengths and 
weaknesses in the two 
characters: Hammerfist and 
Metalisis. 

With work on Hammerfist 
coming round into the final 
straight, Activision’s set an 
April release date for the ST 
and Amiga versions, with 
plans for the PC currently at 
the ‘maybe, maybe not’ 
stage. 


SYSTEM 3 GETS SPORTY 


WATCH OUT Adidas, Nike, 
LA Gear and Reebok! A new 
sports label is about to enter 
the scene - the software 
scene. June just got hotter 
already with the launch of 
System 3 Sportswear, a 
range of sporting titles comp¬ 


lemented by special System 3 
tracksuits, T-shirts, and 
jackets. 

The label kicks off with in 
June with Tennis, featuring a 
viewpoint similar to the 
arcade boxing favourite 
Punch-Out, ie: behind a 


wire-frame figure. And quite 
by chance, Boxing is set to 
become a hit in September, 
and all going well, Golf should 
tee off early in 1991. Depen¬ 
ding on the success of these 
three titles, others will follow. 



► TOP TEN ◄ 

(Month Ending February 1990) 

IBM PC AND 
COMPATIBLES 


♦< 8 > 

♦O 

♦ 4 > 

♦ 4 > 

♦ < 8 > 
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FLIGHT SIMULATOR 
V.4 

(Microsoft) 

CHESSMASTER 2100 
(Mindscape) 

POPULOUS 
(Electronic Arts) 

688 ATTACK SUB 
(Electronic Arts) 

INDIANAPOLIS 500 
(Electronic Arts) 

LEISURE SUIT LARRY 
3 

(Sierra/Activision) 

THE COLONEL’S 

BEQUEST 

(Sierra/Activision) 

BRIDGE PLAYER 2150 
(Oxford Softworks) 

KING’S QUEST TRIPLE 
PACK 

(Sierra/Activision) 

HERO’S QUEST 
(Sierra/Activision) 





































WELCOME TO THE 

PLEASURE DOME! 


What sinister power has forced the Magic Canyon 
Theme Park to close down? Why does the mere 
mention of its name send shudders down your 
spine? What terrible secret drove its former 
owner mad? 


You’re the inheritor of this mysterious pleasure 
dome - only you can find the answer. Step 
through the creaking turnstile, board the 
mystery train and experience a fantastic journey 
through four entirely different zones: 
Dream Land, Dragon Land, Future Land and 
Yesterday Land. 


With outstanding visual effects, sinister sound 
and an infernal plot, this is one mystery you’ll 
never forget. Surviving it is an achievement, 
solving it is the most challenging part of all. 


Once you’ve stepped through the gates, there’s 
no going back. 


OUT SOON ON ATARI ST, AMIGA AND PC 


IMAGE WORKS, IRWIN HOUSE, 118 SOUTHWARK STREET, LONDON SE1OSW TELEPHONE: 019281454 FAX: 01583 3494 
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SEAN CATCHES 
CRIMINAL PAIR 



IT PROBABLY won’t come as 
any great surprise to learn that 
Ocean has confirmed its 
acquisition of the licence to 
convert Taito’s sequel to 
Chase HQ. Chase HQ II: 
Special Criminal Investiga¬ 
tion is basically an enhanced 
version of its predecessor. 

Ocean’s other criminal con¬ 
nection is Williams’ Narc. 
Williams enjoyed great suc¬ 
cess in the early days of 
arcade attendance with such 
classic coin-ops as 
Defender, Robotron, Star- 
Gate and Joust, but even¬ 
tually returned to its fort: 
producing pinball machines. 

Only towards the end of the 
last decade did the company 
return to producing arcade 
games, the scrolling beat ’n’ 
shoot ’em up Narc being 
among the very short list. 
Thanks to its heavy anti-drug 
content (which seemed to 
excuse the often extreme 
violence, including exploding 
bodies’ parts) Narc received a 
lot of attention. It’s great fun, 
and should convert well to the 
ST and Amiga. A price and 
release date have yet to be 
fixed. 




THE KING of the simulation, 
MicroProse, is to produce its 
own coin-ops - starting with 
an arcade version of one of its 
most popular simulations, 
F-19 Stealth Fighter. It’s 
believed the game will feature 
a cut-down version of the 
home computer favourite 
being more of an ‘arcadey’ 
simulation than a true 
simulator (if you can see the 
subtle difference). 


AND ON 
THE OT 
SIDE OF 
THE COI 


ARE YOU A 
COMPUTER 
ADDICT? 

BBC’S QED TV program 
threw up a horrifying new 
possibility: an addiction more 
deadly and widespread than 
crack, cocaine or painkillers. 
That of the computer addict. 
The One doesn’t treat this 
threat lightly, and so has 
commissioned this exclusive 
test. Simply answer the ques¬ 
tions below and check your 
score with the official Com¬ 
puter Addict analysis. 

1) Are you a computer addict? 

A Yes 
B No 

How Did You Score? 

Mostly A’s: Looks like you 
are a computer addict. 
Mostly B’s: You lying git. 


























Available on: 

Atari ST & 
CBM Amiga, 


Power your way through 27 
stages of highway horror 
engaging in mile after mile 
of motorised combat. 

But first visit the showroom to 
choose your car. Then stop 
at the garage to equip it 
from a huge choice of 
optional extras - front and 
rear missiles, side armour, 
power steering, turbo 
chargers and anti skid 
braking. But be selective, 
your budget is limited. 

Then take to the tracks 
ready to do battle using 
your skill, determination and 
powers of endurance to 
reach the final Supercar 
Challenge. 

Screen shots from Amiga version. 


All mail order enquiries to: Gremlin Graphics Software Limited, Alpha House, 10 Carver Street, Sheffield S2 4FS. Tel: (0742) 753423 
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HCCOMDE 


V ietnam, Columbia and Panama provide the 
backdrops to Gun Boat, Accolade’s river 
combat simulation where players take a high¬ 
speed Patrol Boat Riverine through more than 20 
missions on jungle rivers. Missions include 
rescuing prisoners-of-war in Vietnam, busting 
cocaine runners in Columbia and catching 
insurgents in the rivers and bays of the Panama 
canal zone. Gun Boat hits the water in March for 
£29.99 on the PC. Release dates for Amiga and ST 
conversions have yet to be decided. 


nmo 

T he Kick Off ball rolls on, with the single-player 
management-dedicated variation Player 
Manger making its debut on the Amiga and ST, 
priced at £19.99 apiece. 


lODEmnsiERS 

A n unfortunate typographical error in our last 
issue heralded the arrival of ‘SS’ Combat 
Simulator, which should of course been SAS 
Combat Simulator (what a difference an A 
makes!). Title aside, this £4.99 release is storming 
the shops right now - quickly followed by Rock 
Star Ate My Hamster in late March, also priced at 
under a fiver. 


ilKIROIIK 

ARTS 

A new influx of US product hits the UK in March. 

Early in the month expect Dragon Wars (PC, 
£29.99), an RPG from Interplay (the team behind 
The Bard’s Tale series). Slightly more ‘up to date’ 
is LHX Attack Chopper - a simulation based on a 
US chopper that’s so new it’s not even been built 
yet. Currently programmed on PC only, this comes 
with a hefty price tag of £39.99. Two other PC format 
products about to do the rounds are Low Blow, a 
boxing game where dirty tactics are positively 
encouraged, and Ski Or Die - more winter sports 
but with added humour. Both games are priced at 
£24.99. The middle of the month sees the PC 
release of the futuristic 3D racing simulation 
Powerdrome (reviewed on ST in Issue Two), 
priced at £29.99. And in the last days of March keep 
your periscope up for 688 Attack Sub on the 
Amiga, a simulation with 10 underwater missions. 
But the biggest two names for March must be 
Bullfrog’s Flood (the team’s first product since 
Populous), and Centurion: Defender Of Rome, a 
mixture of strategy and arcade action from the 
programmers of Defender Of The Crown. 



▲ Play AND manage with Player Manager. 


A Crack combat in Gun Boat. 



A Relive your favourite Tyson-Douglas moments with Low Blow. 



JLiiiiiiwr"** 




A It’s snow joke ... chills, spills and cool thrills in Ski Or Die. 

























The Battle for Kiev • 1943 


Dave O’Connor 
Tony Oliver 
Ben Freasier 


MINDSCAPE INC 


Specially designed for the latest range of personal 
computers, Fire Brigade offer these advanced features: 
Easy to learn and play Realistic staff support 
High resolution graphics Comprehensive reports 
Variable skill levels German or Soviet command 

Wide rangeof scenarios Computer or human oppoi 

ACE rating 900+. x . 

Available for Amiga, IBM & Macintosh. 


Perhaps the most decisive and mobile battle of World War 2 
is now yours to win. 

It's early November.1943 and the war in Russia is at its 
height. With the capture of the strategic city of Kiev 
imminent, will you join the 48th Panzer Korps - the Ftre 
Brigade - and win yourself an Iron Cross or enlist in the 
Soviet 3rd Guards Tank Army and split the German Front? 
The choice is yours. 


For further information on Mindscape Products and ydur local dealer contact 

Mindscape International Limited, PO Box 1019, Lewes, East Sussex BN8 4DW. Tel. (044 486) 545/547 
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ELEASE 


MARCH 


T he race-based shoot ’em up Overlander, is now 
hitting the road on ST and Amiga - as is Space 
Harrier, complete with the extra levels missing 
from Elite’s first conversions of the coin-op original. 
Both are on ST and Amiga and come with £19.99 
price tags. 


A Amiga Overlander: blast at last! 


S peaking of Space Harrier, the 16-bit conver¬ 
sions of the Sega MegaDrive console sequel 
(you guessed it, Space Harrier II) are out now, 
along with the soccer simulation Liverpool - 
featuring John Barnes on the pack. 


O ut at the end of February is the company’s third 
16-bit compilation - Premier Collection 3, 
featuring Quadralien, Cybernoid 2, Battleships 
and Archipelagos. The long-awaited PC version of 
the arcade-style puzzle game Netherworld 
(reviewed on ST and Amiga in Issue One would you 
believe) is also out now, priced at £24.99. 
Scavenger, Paradroid 90 and Nebulus 2 are all 
expected all on the ST and Amiga during March. 


T he end of Februaiy sees the release of the PC 
version of motorbike racing game RVF Honda 
on the MicroStyle label - price: £24.99. On the 
Rainbird label on the other hand, Tower Of Babel 
and First Contact are set for a March release at 
£24.99, along with the ‘strategy game of the 
decade’ - Midwinter. 



A Space Harrier: a blast from the past with some new frills. 



A And ... Hey! It’s Space Harrier-too! 



A Archipelagos: compiled. 



A Netherworld - now on PC. 
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Gravity designed and 
programmed by Ross Good ley. 
Visuals by Pete Lyon. 

Not for distribution to the 
Republic of South Africa. 


■PPfSEI OSW. 
Ux 01-583 3494 
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▲ Cartoonesque capers: Ivanhoe. 


pinball Magic and Sherman M4 are the fruits of 
■ US Gold’s links with French software publisher, 
Loriciels. Both games should sneak into the shops 
on Amiga, ST and PC before the end of February. 
The PC conversion of CapCom’s coin-op smash 
Strider leaps onto the street in March for £24.99. 


UIRGIII/ 

mnsTERTROim 

N ot much happening here until Easter, with a PC 
debut of Dan Dare III (what happened to 
MS-DOS versions of the other two?) early in April. 
ST and Amiga conversions look unlikely at this 
stage. 


▲ You may like this and you may not, but this is Magic - Pinball style 


▲ A mission of gravity awaits in ... Gravity. 


j up the late February and March Ocean 
I releases are (at last!) Rainbow Islands and 
Ivanhoe on ST and Amiga. Plus, on the PC, 
Batman: The Caped Crusader (reviewed on ST 
and Amiga in Issue Two), Voyager (reviewed on ST 
and Amiga in Issue Eight) and The Untouchables 
(reviewed on ST and Amiga in Issue 15). All ST 
product is priced at £19.99, and Amiga and PC at 
£24.99. 


. >v m wi ■ wwwmii avivai iuhvT continues, with 
. the latest incarnation of this classic game from 
Addictive entitled Football Manager World Cup 
Edition. Enhancements include improved player 
intelligence and individual team styles. A PC 
version is due early in April, with ST and Amiga 
formats following - all priced at £19.99. 


A A howling success: Wolfpack. 


R elease* 

I MARCH | J 

HHRDSIRPE 

O nly three 16-bit releases are on the cards... 

Firebird on the ST, and Space Rogue and Gin 
And Cribbage on Amiga. And all priced at £29.99. 

miRRORSOFI 

A ntHeads - the It Came from the Desert data 
disk - is due out now for £14.99 for 1 Mb Amigas 
only. Also due for March are the ST and Amiga 
versions of the space-based strategy-action game 
Gravity, both priced at £24.99, and PC versions of 
the submarine simulation Wolfpack and Dungeon 
Master, both for £34.99. 
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THE STRATEGY GAME 



OF THE DECADE ARRIVES 


As a new Ice Age dawns in 
Rain bird’s gigantic new classic, 
strategy gaming also enters a 
new era. For Midwinter is a 
genuinely original concept that 
launches revolutionary 
techniques onto the home 
computer screen. 


The scenario is convincingly 
realistic as a new Ice Age grips 
the world. Together with a small 
group of pioneers you have 
colonized the Midwinter Isle, a 
160,000 square mile land mass 
now under threat from invaders 
intent on seizing your sanctuary. 


Compelling action and strategy 
take place across a spectacular 
3D fractal generated landscape 
with its stunning geographical 


accuracy. You control 32 
personalities, each with different 
qualities, skills and complex 
personal relationships. Enemy 
movements can be tracked, and 
battle plans made, using the 
incredibly detailed on-screen 
map. 

In your bid to defend the life¬ 
supporting heat mines, you can 
ski, hang-glide, travel by snow 
buggy or cable car, snipe and 
sabotage the enemy. There is 
no easy way to win, but the ' 
game’s unique depth and 
absorbing complexity will keep 
you trying until you do. 


The deep Midwinter is upon us. 
Be prepared for a long and 
exciting battle against its 
elements. 
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Six fully programmable armoured assault vehicles to control 
in your mission to destroy. One or two player mode. Split 
screen simultaneous action. Stunning gameplay using full 
3D RAY • TRACED graphics 


qfliiK CtZilTUR'J 


UNIT 4 STANNETS LAINDON NORTH TRADE CENTRE BASILDON ESSEX SS15 6 DJ 
PHONE : (0268) 541 126 


TITUS 1989. DARK CENTURY, TITUS AND THE TITUS LOGO ARE REGISTRED TRADEMARKS OF TITUS LTD. 
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r !ork In Irogress 



n the days when entertainment software was 
young, and its programmers even younger, 
Imagine Software was a name on anyone’s 
lips. Following its debut (the Galaxians-alike 
Arcadia), the company went on to produce 
some much talked about product and became 
associated with making millionaires out of 
programmers. 

However, its past successes paled into 
insignificance when in 1984 Imagine announced 
the advent of the MegaGame. No-one could really 
quite be sure what a MegaGame entailed (other 
than the titles: Psyclapse and Bandersnatch), but 
it certainly sounded exciting stuff and was enough 
to keep everyone on tenterhooks - even after the 
label’s unfortunate demise. 

The label was resurrected in 1985 by Ocean 
(although it now appears to have been buried 
again), but more importantly Psygnosis was formed 
out of Imagine in October 1984. Having been 
involved in the legendary MegaGames, the intent 
was to write 16-bit product at the time when market 
was in its infancy. To write ‘real world’ software. 

Unfortunately, neither of the MegaGames were 
developed further. Psygnosis’ debut, the arcade 
adventure Brataccas, wasn’t an extrapolation of 
either, but it was similar in style. 

Managing Director/Software Development Ian 
Hetherington explains the company’s modus 
operandi: “The emphasis is on technical 
excellence - we’re always keen to get the most out 
of machines. We can do virtually anything, but now 
we’re probing games designs, we always 
endeavour to progress. For example, with Beast II 
we wouldn’t be happy with a rehash of the original.” 

The Psygnosis name ‘just happened’, although 
apparently it’s bastardised Latin for ‘ Knowledge Of 
The Mind’ - something reflected in the company’s 
Owl insignia, which came about courtesy of 
legendary science fiction artist Roger Dean. His 
involvement with Psygnosis also came about 
through the MegaGames, as he was producing 
material for Bandersnatch. He’s used: “purely 
because we were disenchanted with the quality of 
computer game package artwork - if you’re asking 
so much for a piece of software, you can’t package it 
like a Brillo pad.” Sadly, there’s no possibility of Mr 
Dean producing computer graphics, as there’s the 
high demand for his artwork gives him no time to 
produce anything else. However, his next book will 
feature a Psygnosis section dedicated to his 
package artwork. 

As for Psygnosis’ future: the company will in 
future develop smaller, but by no means less 
detailed, game characters, which means the play 
area will suddenly become much larger. Stryx was 
something of an experiment in this area, but it’s an 
idea the company’s very keen to expand. 

Also, unlike a majority of software houses 
currently chasing lucrative console licences, 
Psygnosis is concentrating on what it regards as the 
medium of tomorrow: Compact Disc technology. 

“There’s no real difference between the 
consoles and 16-bit computers. CD on the other 
hand has enormous potential. But it concerns 
concepts - what do you do with 600Mb when you 
can’t get it off the disk that quickly? Walking around 
with a video camera or licensing film footage is not 
the answer. Radical new concepts are - and on 
that score we are backing our creativity against 
others.” 

The type of product in development is secret: 
“Suffice it to say it’s new with a capital ‘N’,” Ian 
comments. “The only problem is it will take two 
years to appear, but the technological jump is 
exponential, which means you have to make the 
jump now - otherwise when CD happens you’re 
going to be 10 years behind, not two, and you’re 
never going to catch up.” 


Psygnosis 

Brian Nesbitt takes an admiring look at the shape of 
things to come. 


INFESTATION 

Rentokil’s all very well for removing swarms of bugs 
from your loft, but when it comes to destroying the 
hundreds of alien eggs infesting your moonbase... 
that’s when you become the man for the job. The 
man behind the tense, maze-like 3D action of 
Infestation is Dan Gallagher, perhaps better 
known for writing Voyager for Ocean. Dan’s ably 
assisted by Sean Conran in the music and sounds 
department (which includes atmospheric 
breathing). 


^station’s scene is set with this short film-iike 
ung sequence: A lone figure is dropped off in 
Pand rockets out of the screen and across the 
Jet's surface (shown from three different views) 
efore landing. Jim Bowers is the man who specialises 
in producing these lengthy animated opening 
sequences adorning most Psygnosis releases. He 
designs them all, and uses DPaint Ill’s animation 
facility to put his ideas into practice. Jim’s admiration 
for film director Ridley Scott shows through in his 
work, which features intense light sources and plenty 
of shadow to create a sombre atmosphere. Jim 
recently designed and drew some of the objects seen 
in Infestation, and is now drawing line-based objects 
for Air Support. Interestingly enough, this is a style he 
prefers as it allows him to draw big objects - 
something seldom possible when producing detailed 
sprites on memory-restricted machines. 



Dropship from Infestation, as rendered^ on 
mputer Aid< 


Tglirnputer Aided Design package Animate 3D by 
Mjflwers. It’s produced entirely from triangles 
(M|Benta! building blocks) as a wire-frame model 
ana tnen all facets are filled and shaded accordingly. 
The finished article is then implemented in the game, 
with any extra polygons removed in the process. 



r\ 




W 


r 




the planet’s surface, the only sound to be heard is your own breathing inside your helmet. The maze-like 
Is contain many rooms and an assortment of equipment, such as food and oxygen (which is necessary as 
‘ el eased to kill the eggs is poisonous, so keeping your helmet in place means that oxygen is consumed in 
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AWESOME 


C ormac Batstone and Martin Edmondson are the 
dynamic duo behind Reflections, the develop¬ 
ment team which debuted with Ballistix and 
Shadow Of The Beast, and is presently working on 
two other projects: Beast II and Awesome. 

Awesome’s shoot ’em up orientated action is set 
in a system comprising eight planets, with the 
objective simply to escape by hopping from planet 
to planet as quickly as possible. Fuel and money are 
the two main commodities involved, with fuel 
earned by transporting cargo, and money by raiding 
other ships or convoys or by mining asteroids. 


er eager to do something differently, Awesome’s 
.lUnfor ' ‘ 


D^er eag 

C||genery rotates around the ship! Unfortunately for 
iMHesigner Martin Edmondson, it involves draw- 
Ir^ffrrhe possible directions of any alien objects - as 
you can see here. The blitter’s then used to move 
everything but the ship and bullets, which are 
hardware sprites. 


I cnWqe i 


r \s the main status screen presented while in 
srspace between planets. It’s also where you 
de weapons, redistribute energy and so on. 



lichen y 
f you « 

^Wts 


in you eventually arrive at a planet, the front of the ship shoots off ‘into’ the screen... But before you can land 
>u are attacked by this giant mutant snake, swirling and curling in and out of the screen. Thi 


i0 e ff eC f jg 

Baking, and despite the lick of scenery performing like-wise, it’s reminiscent of some of Sega’s best, mainly 
Tts fluid movement and the fact that actually it gets chunkier when it gets near (and it gets very near!). 
Following this attack comes a wave of snake heads (!). Despite being the most impressive section to look at, the 
boys claim that it wasn’t the most difficult to program. “That said,” says Cormac, “a few tricks were required to 
significantly speed up the blitter, which is why the snake isn’t drawn in very many colours.” 



Q^aroi 

HfPC 

4k 


around searching for a bunker, then land, walk around, kill creatures and enter a trading station to buy 
k ipons, sell cargo, select a navigation computer and book into an hotel ready for the next journey when the 


ions, sell cargo, select a navigation computer and book into an hotel ready for the next journey when the 
align. “This was the most difficult section to program,” Cormac reveals. “It involves parallax scrolling two 
k and four layers of parallax stars in inf inite directions, at variable speeds and at 50 frames a second. As with 
Beast, this section relies totally on the Amiga’s hardware and couldn’t be reproduced like this on the ST.” 
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GORE 


T he titanic talents of programmer David Jones 
and graphics artist Tony Smith (collectively 
better known as DMA Design) already have shoot 
’em up fanciers’ taste buds tickled with Menace 
and Blood Money. Come November, the blood will 
be flowing thick and fast... not only on the screen but 
through the veins of beat ’em up lovers. 

Gore’s scenario and gameplay have yet to be 
finalised, but the basic thrust of game is clear cut 
(ouch). It’s basically a hack and slash affair through 
different horizontally scrolling levels. However, 
there are plenty of twists planned to make Gore a 
cut above the rest. For example, slicing an 
adversary’s neck clean in two doesn’t necessarily 
guarantee its defeat... there’s a chance the 
decapitated head will spcout wings and fly right back 
at you! 

One of Gore’s other interesting innovations is the 
fact that the character you control is strengthened 
by replacing - piece by piece - his soft, fleshy body 
with metallic parts. 

Size isn’t everything, but in Gore’s case big is 
most definitely beautiful. Big sprites, big back¬ 
drops... and unfortunately big memory 
requirements, which is why Gore will probably end 
up as a ‘load as you go’ game. 

Three levels of scenery are used to create the 
effect of parallax scrolling, however. With the 
32-colour scenery, colour graduations on sky and 
16 colours for the score panel, there will be 64 
colours on screen on the Amiga. On the ST Gore’s 
likely to feature a two-speed scroll with less colours 
(16 used in fact), but this does mean there probably 
won’t be such a memory problem. 

“We could cut down the number of colours on the 
Amiga, but we like to take advantage of each 
machine’s capability.” But even with sprites this 
size, does Tony find himself getting carried away? 
“Oh yes, it’s all too easy, but then David brings me 
down to Earth when he tells me we simply can’t do 
something. Memory’s always a problem - there’s 
never enough.” 


J st of Gore’s characters are around 80 pixels in 
eight, so Blitter Objects are used for all moving 
■es. The main character alone comprises 100 
irons, including 20-odd fighting moves plus an 
assortment of more mundane actions such as falling 
over and getting back up again. We wanted to have as 
many moves as possible,” explains Tony. “Most of the 
other sprites feature a lot of animation, too.” This 
decapitation scene comes from an early stage of 
development as part of a DPaint III animation. Wedding 
his axe with deft precision, the opponent’s blood 
spurts and the head flies. What happens next is the 
really bloody bit: the body collapses, but gets upand is 
about to attack again... until a second powerful swipe 
of the axeslices the headless hassle in two! As you can 
see from the hero’s chest, the acquisition of hard 
add-ons has begun. 


J ore was originally intended to feature one, lorn 
stage with the scenery changing as progress wa 
^However, this meant altering the colour palette 
^ the new designs which isn’t really practice 
unless the display features scenery which isn' 
affected. Shown here are two types of level and fou 
different adversaries: following a confrontation witl 
the very hard rock men in the desert surrounding 
enormous worms poke out of the ground. Othe 
opponents include the green, sword-weildin< 
sonofagun shown in the castle, and a hideous 
over-sized snake. 
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BARBARIAN II 

in his time artist and designer Garvan Corbett’s 
I produced the in-game graphics for Deep Space, 
Barbarian (which he also designed) and 
Obliterator. This sequel to Barbarian is his latest 
conception, and after eight months of on-and-off 
work (during which time he did most of the in-game 
graphics for Stryx), the graphics, design and 
program are coming together in conjunction with 
programmer Steve Northcotte. 

Barbarian II continues where its predecessor 
left off, and comprises a similar blend of puzzles and 
arcade action - only this time around the latter has 
been enhanced. Unlike the icon-driven original, the 
barbarian is now controlled via joystick to increase 
the bond between player and character. 

The vast playing area is split into levels, starting in 
a forest (complete with caves below) and 
progressing through a village, a castle, some more 
caves and finally a temple, wherein your destiny 
lies... a battle to the death with the evil Necron. 



AND THERE’S EVEN 
MORE TO COME... 



Aie of many areas of alternative entertainment 
xJlpygnosis is currently exploring is the interactive 
Dr Mallet And The Tribbles is one such 
And as you’d expect from a cartoon, all 
animation is exaggerated for effect - a technique 
seldom seen in computer games (even though it 
should be). Above you can see the DPaint III 
animations for a young girl, possibly the star of this 
show, while the odious Dr Mallet is seen below, about 
to squash an unfortunate Tribble. 





T*hte barbarian of the title bares his bloodied blade in 
I Jgmforest. “I like gore,” Garvan confesses. “So I’m 
h^^Mto get as much in as possible.” Meanwhile, all is 
cpWhe caves below (which is understandable as 
it s still in the very early stages of development). The 
potion behind the skeleton at the top is just one of the 
many useful items to be found - like spells and other 
weapons. 

"yti^gtion hots up inside the castle, with ferocious 
(quadrupeds (top) and skilled swordsmen to 
coil^H with. Having decapitated one Ore, the 
barbaN|i prepares to take on another... “I’ve tried to 
provide variety in the way the creatures die,” says 
Garvan. “They don’t just disappear - each has its own 


S n s style is very distinctive: every biped he 
f s has big feet! “There’s no real reason,” he 
“They just look better that way.” Ever the 
onal, he always endeavours to ensure that his 
ire smoothly animated - and these DPaint III 
screens serve to show the attention to detail in this 
department. The bad guys range from zombies in the 
village to sword-weilaing guards, but shown here is 
the basic sword fodder (the St.iall green creature 
above) and an more formidable Ore. “There are plenty 
of different creatures on each level, but I’ve 
concentrated more on the ‘main men’.” There won’t be 
any end-of-level Bosses, but more detailed and skilled 

nnnnnAntc tn rnntonrl with 


S i one of many projects in the pipeline which 
Ives those small, detailed and well-animated 
to increase the relative size of the play area, 
has you controlling a large machine, walking 
understandably) around shooting and 
squashing anything that gets in the way (as you can 
see here in all its bloody glory). A novel twist is the fact 
that the machine’s head and body are controlled 
independently! 


Uere is in all his glory... the ‘official’ Puggsv, soon to 
^^me star of the small screen. Perhaps the 
shock signing of last year - possibly even the decade 
pRme as it ended. Dyonisis’ Puggsy demo had been 
doing the rounds in the Public Domain, but the idea of a 
computer cartoon fitted very nicely thank you into 
Psygnosis’ plans. Thus, Puggsy: The ‘Game’ will be ina 
similar vein to the original cartoon, only notably more 
interactive - it won’t be a collection of mildly 
interactive animations. 
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To become or not to become . . . KAISER! That is the question 
★ TRADE ★ WAR ★ BUILD CITIES . BECOME KAISER! 

A mind-bending strategy game for up to 8 players 
Fully animated war-combat sequences and stunning graphics 
make this the ultimate experience in STRATEGY. 

For the AMIGA and ATARI ST 
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WMHftnts are on offer for creating a run of Kiaxes. 
^HBexample, creating one Klax, causing the tiles 
ablSrto drop down and create another. This in turn 
crdBs another - and another, in domino fashion. If 
you can get three or more, you deserve a medal. 



sic backdrop, shown here before the tiles are 
d. In the two-player game, the table is shunted 
anothe 


T8SK 

ov» the left and another plonked down on the right 
for mice the fun - and twice the cash from an arcade 
owner’s point of view. 



'MMMIarrap’s original tile design screen shows all the different sizes of block, and the animation frames that 
them ‘klack’ their way down the table. As well as the basic eight colours, there are occasionally flashing 
‘w^Bard’ tiles that emulate the colour of your choice. 
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An unlikely cross between 
Tetris, Tic-Tac-Toe and 
Connect Four, Atari’s 
(very) recently-released 
coin-op Klax is set to hit 
your screens quicker than 
you think. Like now. 
Domark has the licence, 
Teque’s on the job, and 
Gary Whitta’s on the case. 

W e all know the best things in life 
are the simple ones - a rule 
which applies to computer games 
too, and it’s perhaps because of 
this that some of the most 
successful games ever have been some of the most 
simple. Look at games like The Sentinel and 
Arkanoid - all classic games with rulebooks that 
can be written on the back of a post card. But 
perhaps the best example is Tetris, the dextral 
puzzle game of Soviet origins which took the world 
by storm. Such was its success it’s already been 
converted to virtually every format imaginable and 
spawned a number of clones - none of which have 
really stood up to the original. 

Until now, perhaps. 

Klax, Atari’s latest effort, at first seems like 
another Tetris clone, but it is in fact a novel variation 
on the theme. A game that, while having many of the 
same qualities as Tetris, is different enough to 
dismiss any cries of ‘clone’. 

The game itself couldn’t be simpler. Coloured 
tiles ‘klick-klack’ their way down a long table 
towards the end where they’re caught by you on a 
sliding tray. They’re then dropped into any of five 
columns or ‘bins’ at the base of the screen. As the 
tiles stack up, the object is to create lines, be they 
horizontal, vertical or diagonal, of three tiles of the 
same colour - known as Kiaxes. The result is the 
same as creating a Tetris line - the line disappears 
and the rest of the tiles drop down accordingly. 

This all sounds incredibly simple, and it is. But all 
the same it’s far from easy. The order of the colours 
is decided at random, and before long, you have two 
or three rolling down the table at a time, so if you’re 
not quick, you can easily find yourself with bins filled 
with tiles of conflicting colours. If all the bins fill up, or 
you let too many tiles fall off the table, it’s adios 
muchachos. 

It’s Domark’s long-running deal with Atari that 
has led to the two companies working closer 
together recently in the development of coin-op of 
conversion. With Klax, however, the two versions 
are being developed practically in tandem. 
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LOOKS FAMILIAR 

Mark Harrap, 26, is the man in charge of Klax’s 
graphics, having previously done binary brushwork 
for Passing Shot, Laser Squad and Scramble 
Spirits. Says Mark: “Originally we sucked all of the 
graphics directly out of the coin-op - but once we’d 
got them out we realised they had to be altered, as 
the coin-op has a different screen specification to 
the ST and Amiga.” 

Once that was done, it was a pretty simple affair. 
After all, there’s only a static backdrop and a set of 
brides to manipulate. For this reason, Mark had. 
enough free space to give the tiles 13 sizes, 
allowing the impression of them coming down the 
screen. Each has four frames of animation for the 
klick-klack movement, so everything’s as smooth 
as it should be. Colourwise, the ST’s backdrop 
boats 16 colours, with each of the bricks composed 
of two to three colours - compared with four in the 
arcade. 


le>^VFor ( 
certain num 


Tetris, Klax sets specific objectives which 
t be completed in order to proceed through the 
For example, you might be asked to create a 
i number of vertical tiles. Any other types of Klax 
you create, while all contributing to your overall score, 
aren’t going to help you. This adds to the strategic 
element. As you progress, the higher scores are offset 
by the fact you can’t afford to drop as many tiles. 


SOUNDS PECULIAR 

Converting Klax’s aural delights is the task of 17- year-old Matt Fumiss. Even at his tender age, Matt’s got a 
wealth of experience under his belt He’s produced sound for Hard Drivin’, Toobin’, Chase HQ, Cyberball, 
Space Harrier 11, Scramble Spirits, Laser Squad and, most recently, Escape From The Planet Of The 
Robot Monsters. The arcade version of Klax, according to Matt, is a little sparse on sound. There’s no music, 
and the effects are limited to the klick-klack sound of the tiles as they come down the table (which was quite 
probably the source of the game’s name). So Matt decided to spruce up the sound a little by composing a 
200K title track and in-game jingles. Using Noise-Tracker on the Amiga, Matt has managed to sample the 
coin-op’s original effects directly. For the ST, it’s all done on the trusty AY chip. 


Domark’s Software Development Manager John 
Kavanagh explains why: Klax is a very simple game 
- there’s not a great deal to it, and so there’s not 
really a lot of work involved in the conversion. T eque 
Software’s been working with Atari on this one 
since the coin-op developers started, and the 
conversion was put together bit by bit. 

“At first Atari sent over a video of the 
programmers explaining with diagrams hovy the 
game would work in theory - the laws of the tiles 
and so on. And as the coin-op programmers 
progressed, they sent us over their latest stuff, and 
Teque’s new programmer Richard Sahlin, along 
with the graphic artist and music man, worked on it 
as they got it - graphics, sound files and finally a 
JAMMA arcade board of the practically complete 
game. So now we’ve reached a stage where we’re 
almost ready to release the conversions at the 
same time as the coin-op hits the arcades!” 


MtourtiU 

K . 

fMs means you can hang on to a colour which is best 
kept out of the way for now but could come in useful in 
a short while. And if the going gets too heavy, there’s a 
button that allows you to flick a tile back up the screen, 
giving you a second or two of breathing space. 


of a visual reward, the backdrops change as 
oj MPprogress through the levels. Here’s one that 
apjHrs later in the game it’s a forest, strangely 
enoogh. 
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Somewhere deep in the heart of the Amazonian jungle there beats a drum. Softly at first and then 

louder, the insistent beating awakens our hero. Kid. from a deep sleep. Last thing he can remember he was pulling 
on an old pair of boxing gloves he‘d found in his uncle’s study... now. here he is. surrounded by trees and i 
shrieking parrots. There's something weird going on round here. 

Confused and uncertain, Kid’s troubles are just beginning - he s yet to visit strange scenes in the Ice Age. the 
pyramids of Egypt, the psychedelic West Coast of the 60 s and more - but he s still wearing the gloves and with 
your help he may yet find his way back home ! 

Five levels of play 

Collectables on every screen, including food. cash. keys, extra lives and smartbombs _ 

* 4 different weapons to buy as you can afford them, including mega laser and the death star 

Six unique magic spells - use with care! 

Sampled sounds, great graphics and frantic gameplay 

FREE POSTER INCLUDED 

AVAILABLE FOR ATARI ST AND COMMODORE AMIGA. PRICE £24.99 / 
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Thfrmap-maker took six months to develop and is the 
l^ndamental design tool for Cadaver. At the 
MBrt level, rooms and corridors are created to any 
JMflAo a maximum of 10 x 10 units. Next, doors and 
their heights are added, and the room data is examined 
and modified in the ACL This screen also allows 
access to all of the basic creation elements, including 
the object editor and animator, via the icon panel. 


Deep in the Bitmap 
Brothers’ think-tank, ideas 
are on the boil. Gordon 
Houghton wades through 
the gallons of concepts 
currently taking shape. 


S e animation frames have been grabbed, the 
nee can be manipulated. At any time the 
it can be stopped, reversed, put back to the 
j (‘GOTO ST ART’) or programmed for variety: 
for example, the frames could run 0,1,2,3,4,3,4,3,4 - 
which would make the slime monster leap up and start 
pulsating in a repulsive way. Another handy feature is 
the ability to introduce time lapses by simply adding a 
‘WAIT’ command: movement would be re-activated by 
another operation defined in the ACL - switches, for 
example, become animated when the main character 
activates them. 


SPE 
BOOHS-esi 
D9G 
riftG 


T ne object library contains the game’s more 
sophisticated building blocks. Any object (designed 
using Degas Elite) can be loaded in from a separate 
disk, but there are a couple of options to consider 
before placing it in a room: the definition of parameters 
and animation. 


4?*C' - 


VMs can be placed anywhere in the room, but key 
^^Mcts may have a room ‘hot spot’, where vital 
cluVare given or events occur. So, for example, this 
bow on a stool drawn from Level One contains 
secrets which prove useful in your search for the 
murderer - Cadaver isn’t just a standard arcade 
adventure where items are taken from one room to 
another. All the puzzles can be stacked on top of each 
other, giving the flexibility of a good adventure game 
without any of the drawbacks. 


T*blg is the ACL version of the book on the stool. The 
I^Aienture Creator Language is entirely the 
creation, and allows almost limitless 
JJJUmnWy for game design. Its vocabulary can be 
increased at any time, but the basic command 
structure works something like this: if you wanted an 
object to be able to move, you would type in the 
command ‘CANMOVE’ - it’s as easy as that. Other 
simple parameters allow an item to be grabbed, 
animated, read and named: naming is important 
because when you touch an object, a text bar appears 
to tell you what it is. This example reveals some of the 
more complex commands available, including the use 
of flags (which toggle between 0 and 1). In practical 
terms, if you read the book once it prints one string of 
text, and the flag switches. When you read the book 
again, the second string of text is printed. Any object 
can be given unique characteristics in this way. 

V^^MBject, such as the ugly-looking slime monster, 
i^HVbe animated with ease. All you have to do is 
ddHnine the frames (say, 0, 1, 2, 3, 4), define the 
animation speed (1-99) and then grab each frame of 
animation individually. The resulting sequence is 
entered into the library as an animated object. 
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come in all shapes and sizes, although 
have yet to be slotted into the plot line. Apart 
f rdHhis pair of grisly beasties, Cadaver also includes 
sucn gruesome enemies as an evil wizard, slime, a 
snake, an orb with spikes, Eldritch Dwarves and 
goblins. All of them have individual qualities such as 
strength, power and intelligence (to name but three) 
on a scale of 0-255. 
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Cadaver 


-phis is how a dragon is born. Robin Chapman drew it 
I in five different colours, to give Bros a choice when 
the time comes to use it. Currently named Idris, it 
appears later on in the game, animated and spitting 
fire. You won’t be able to talk to it - in fact, Cadaver 
won’t have much talking at all: it’s a nice cross 
between action and puzzle-solving, Steve clarifies. 


construction is a simple stage-by-stage 
ess - as Steve Kelly observes: The basis of a 
an be made up in a couple of minutes. Once the 
siz9£md shape of the room have been determined on 
the map-maker you can switch to three dimensions. 
The program fills in a ready-made floor of blank tiles 
and draws in the doors at the correct place and height. 
Next the programmer selects which tiles he prefers 
from a wide variety of patterned and cracked 
alternatives: later on in the game, a couple of the 
problems may be based around the tile design, so it’s 
worth keeping your eyes open] 


hero! But why a dwarf? Steve Kelly again: Robin 
V^|t drew him, and we thought ‘he’s really good’. We 
^^■ttempting to capture the look of a Chaos Dwarf. 
4Hkirawn as a whole sprite originally, but took up 
over 70K of memory, so now he’s made up of limb 
sections - a technique applied to other characters. 
He’s able to do all of the things heroes can: walk, jump, 
pick things up and put them in his rucksack, read, use 
weapons and spells and throw objects - all this and 
eight-directional movement too! 


n complete contrast to Bros’ arcade action 
portfolio, Cadaver is a 3D arcade adventure 
with heavy role-playing elements. So why 
wander into the realm of Dungeons And 
Dragons? Perhaps the secret lies with Steve 
Kelly, the man behind the ST version, who used to 
be a great fan of D&D, and Robin Chapman, creator 
of the game’s original graphics, who still is. 

Set in a large castle, Cadaver sees the player 
tormented by a murderer, who’s always one step 
ahead. The castle has five floors, and as you 
explore each room you pick up clues about the killer 
- sometimes in the shape of dead bodies. You 
never actually find out who’s doing it until the very 
end, and then... well, that’s as far as the scenario 
goes. As Steve comments: “Cadaver’s in a 
constant process of development. Initially we 
developed the map-maker, but it’s grown a lot since 
then.” 

The game’s many characters have yet to be 
given final names and “a lot of work” still has to be 
put into the storyline, but most of the groundwork 
has been done. Each of the five floors, apart from 
the first, will probably comprise approximately 100 
rooms. “We’re aiming for about 500 rooms in total,” 
Steve reveals. “Each level will have its own 
atmosphere and set of clues, and there’ll be 
different sub-plots along the way.” 

Plot lines are currently embryonic, but one 
thought the boys had was that the main character 
should resurrect his dead friends before being 
allowed to progress. This is just one of a rich vein of 
potential ideas, including the possibility of trap 
doors, pits and transporters in later levels. 

The character you control is a dwarf, designed by 
Robin Chapman (an accomplished painter of 
Citadel miniatures who worked on Pandora’s 
Galdregon’s Domain before joining Bros). 
However, this is no ordinary creature of restricted 
growth: he has the ability to cast spells, use potions, 
wield weapons and throw darts. Spell-casting won’t 
be a Dungeon Master-style process of finding 
recipes and practising before you become adept: 
you will know what to do from the start. Potions are a 
different kettle of chemicals: drinking strange fluids 
such as Feather Fall, Regeneration and Levitate 
reap rewards with immediate effect. The weapons 
will include sword, shield and armour, all with 
potential to upgrade to a stronger class. 

Currently under consideration is the Dwarf’s 
lifespan: the Bros want to give him one life, with a 
save/load option and the chance of regaining lost 
strength. Steve is toying with the concept of a 
limited number of saved games, as “being able to 
continually save the action can spoil your 
enjoyment.” 

As well as Robin, the person responsible for 
maintaining graphical variety and atmosphere 
between the levels is Dan Malone. Dan used to 
work at Palace, and was the graphics and artwork 
man for such original 8-bit classics as The Sacred 




























^HBte g the creature’s ACL, the programmer is able to 
^^^fehether or not a certain time lapse or event will 
set it moving, by executing commands based on the x, 
y and z axes of three dimensions: ‘MOVE 30,0,0, MOVE 
-30,0, O’. This means that if someone steps too close, 
the slime monster will move 30 pixels along the x-axis 
both ways from its starting point. Rooms may also 
have randomly generated events which operate on a 
similar principle: so, for example, if the room’s ACL 
had a ‘ROOM TIME 10’, an event (such as making an 
object move) would be generated every 10 seconds. 




Armour Of Antiriad. All of Bros come from differing 
backgrounds: Steve Kelly worked at Psion early on 
(writing Spectrum games), then went freelance. 
Mike Montgomery came from Virgin and Eidersoft, 
and is helping out with the ST version as well as 
converting Cadaver to the Amiga and PC later 
Sound has yet to be allocated to anyone - “but it' 
come.” 

Cadaver is due to be finished in May, but the 
software/hardware combination Bros are using is 
so flexible that they can insert or delete anything at 
the last minute with minimum effort. Basically, they 
all have an ST and a 386 PC (with a 40Mb hard disk 
and 4Mb of RAM) linked to a 386 PC file server, 
which has a 350Mb hard disk. Why use PCs? Steve 
explains: “The best assemblers and editors are 
only available for the PC - even though Devpacfor 
the ST is brilliant, it just doesn’t compare. Snasm 
assembles the map-maker’s 45,000 lines of code in 
nine seconds using RAM disk and 14 seconds off a 
hard disk. It’s incredibly quick and powerful.” In 
addition, Bros have written their own de-bugger, 
and their own program to help the ST and PC 
converse. 

However, the most remarkable aspect of 
Cadaver’s programming is the game creator, 
currently called the ‘Adventure Creator Language’ 
(ACL). Quite simply, it allows Bros to chop and 
change all the puzzles, and has given them “the 
ability to make the game extremely elaborate and 
flexible, even though it’s lengthened the process of 
actually writing it.” 

Cadaver should appear on two disks on all three 
formats, with the PC version supporting CGA, EGA 
and Hercules ‘maybe’. In fact, the PC is now 
permanent ground for Bros: ‘the market is too big 
too ignore’. And the future? Well, they may use the 
ACL again for another game (“We’ll see how it 
goes...”), but at the moment it looks like the team’s 
going to be busy pulling together Speedball 2. But 
that’s another story... 

iHllHthe tile design complete, the next task is 
^^Hl-building. You can construct up to eight units 
insight, but the Bitmaps have found that five works 
thepest for normal rooms. Patterns and unique block 
designs are then added, as with the tiles, to distinguish 
the room from any other. Basically, you can play 
around as much as you like, building up the walls brick 
by brick. There are approximately 90 types of wall 
block per level, so variety isn’t much of a problem. 


fcjrhe shell of the room is finished, so now it’s time to 
■^ycle through the object library in search of the 
^■■^d items: objects are usually selected and 
mwftioned before being defined in the ACL. Shadows 
Hfave to be generated, something which has been 
causing a few worries. Basically, there’s no problem 
with objects that can’t be moved - but with objects in 
motion, large amounts of memory are used up 
calculating the positions of moving shadows and 
avoiding clashes between corresponding shadows. 
Objects like this tomb are composed of two separate 
items, the casket and the lid - the game creator aligns 
them to the correct height with a simple click of the 
mouse button. Next come the barrels, buckets, and a 
token chicken, up to a maximum of 96 objects. In 
practice, this means there is no limit to the number of 
items in any one room, allowing huge potential for 
constructing complex puzzles. 


M^^ve aiming for total interactiveness with the 
igjffiiyundinqs. If we add a sprinkling of goblins to 
ou^Kxn, the hero can engage in some serious 
intejrction. The numerical limit of creatures allowed in 
a room is four, beyond which the program slows 
unreasonably. Still, three goblins are enough for 
anyone... 




ast, with the room finished and all the parameters 
|fined in the ACL, the dwarf enters the room. What 
■Well, that’s up to you, isn’t it... 
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The place: 16th century Japan. 
You are a Samurai, a warrior who 
lives for honour. Your world teems 
with opportunities to achieve it... 
or lose it. The ultimate honour-to 
become Shogun and unite all of 
Japan under your rule - is a prize 
worthy of only the greatest of 
Samurai. 

Action, adventure, historical 
accuracy; Samurai advances the 
gaming genre MicroProse 
pioneered so successfully in Pirates! 

Available for IBM PC and com¬ 
patibles. 

Unit 1, Hampton Road Industrial 
Estate, Tetbury, Glos. GL8 8DA. 

Tel: 0666 504326/504412. 

,4RCRQ PROSE 

SIMULATION • SOFTWARE 












SHELF TALKERS 


THE ONES GUIDE TO PRICE, 
RELEASE DATE AND 
EVERYTHING 

You may be used to reading reams of opinionated 
waffle elsewhere, but here we prefer to let the 
games speak for themselves. Relevant scenes are 
shown, with informative captions used to convey 
the ‘feel’ of the game in question. At the end of each 
review there are opinions highlighting any good and 
bad points, prices, release dates and ratings where 
possible. Basically, there’s something for everyone 
- at best'ci highly detailed review, and at worst a 
highly detailed preview. There’s nothing clever, just 
straightforward facts and ratings. Updates will 
follow where appropriate. 


THE RATINGS 

GRAPHICS Not necessarily how colourful or well 
drawn they are, but how well they fit into the overall 
effect. 

SOUND Again, not necessarily quantity or indeed 
quality of sound, but how well it’s used. 
PLAYABILITY How does the game feel? Is it 
addictive or plain uninteresting. 

VALUE Essentially a reflection of lasting interest - 
how much game you get for your money. 
OVERALL A useful point of reference - essentially 
a summary of the preceeding ratings. 


WHO’S WHO 

Kick Off seems to have been relegated to the 
Second Division this month, with most of The One 
editorial and advertising team getting their kicks out 
of Tetris on the GameBoy (incidentally, the 16-bit 
versions are currently available on the Triad II 
compilation). Still, of the few games of Kick Off 
played, it’s been Brennan’s fish-like skills that have 
shone through (and reflected off his head). 


GARY PENN 

The hit and miss fighting fun of Double Dragon II 
and the spherical delights of E.Motion have kept 
this chap away from his duties. 

CIARAN BRENNAN 

In between getting involved in heated exchanges 
with Gary Whitta while playing TV Sports: 
Basketball, Ciaran’s found time to bounce more 
balls in E.Motion. 

GARY WHITTA 

In a ‘Strange But True’ vein, young Gaz has also 
been playing TV Sports: Basketball and 
E.Motion. His tastes are many and varied but 
generally fall into the shoot ’em up and strategy 
categories. 

BRIAN NESBITT 

When he’s not abseiling down the Telecom Tower, 
Brian’s mixing spells in Dragon’s Breath and 
looping the loop in Fighter Bomber. 

KATI HAMZA 

This young lady’s had a manic time recently with 
two prime puzzlers: Pipe Mania and Tower Of 
Babel. 

GORDON HOUGHTON 

Well, well, well - what a surprise: Gordon’s been 
playing more than too much Kick Off lately. 
However, he has found the time to tinker with 

Tower Of Babel. 


ESSENTIAL SOFTWARE OF THE LAST 
THREE MONTHS 

Chaos Strike Back (FTL/Mirrorsoft) 
Damocles (Novaaen) 

F-29 Retaliator (Ocean) 

Fighter Bomber (Vektor Grafix/Activision) 
Indianapolis 500 (Electronic Arts) 

It Came From The Desert 
(Cinemaware/ Mirrorsoft) 



Rainbow Islands (Ocean) 
SimCity (Maxis/lnfogrames) 
Switchblade (Gremlin) 


WHAT THE STARS ARE PLAYING 


ARC DEVELOPMENTS 

The boys behind the 16-bit conversions of 
Forgotten Worlds and Crack Down (reviewed on 
page 80) have been rather busy of late, but that 
hasn’t stopped them getting into MicroProse’s F-15 
Strike Eagle II on the PC. “It’s fast and brill - lots of 
detail and very complex,” Paul Walker explains. 
“Me, Stu and Tim have been playing it constantly, 
but we haven’t really made any head-way yet. 
Other than that, we took a look at X-Out on the 
Amiga, but we think it’s horrible - not our cup of tea 
at all. And now that Crack Down’s finished, we’ve 
been playing that, too. Once all the bugs were out of 
it and we didn’t need to keep checking it, we’ve 
found it’s great fun to play.” 

PETE COOKE 

The creator of Tower Of Babel has been having a 
Good Time with MicroStyle’s Stunt Car Racer on 
the ST - purely for research purposes of course... 
ahem. “It’s a great racer. I wanted to get involved 
with it after Geoff Crammond was doing another 
race game after Revs - in my opinion the best race 
game ever - and so now I’m doing the Spectrum 
conversion. It’s a brilliant little game. I’ve just 
bought SimCity, but I’ve not had a chance to play it 
yet apart from a couple of quick goes. The last thing I 
was really into was Populous - I was doing really 
well, until I hit this Ice World that was a right sod. I 
couldn’t get past it so I gave up.” 

SENSIBLE SOFTWARE 

With two mystery projects in the pipeline, what have 
the Sensible Trio been playing that’s not so secret? 
Graphics artist and designer John Hare: “Me and 
Chris played Future Wars from start to finish, it was 
very good - very different. Then we played Stunt 
Car Racer for far too long on the Amiga, but we had 
to snap the disk in half because it stopped us 
working. Actually, Chris did it and I wasn’t too 
happy. Erm... We played Rock ’n’ Roll a bit - it was 
alright, but a bit hard. And Martin’s been playing lots 
of shoot ’em ups lately, mainly a lot of Blood 
Money.” 
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The Colonel’s Bequest 

(Sierra) 


Pipe Mania 

(Empire) 


Stryx 

(Psyclapse) 



























































Thanks to US Gold, Gary 
Whltta’s playing a whole new 
ball game* 


■ masine a place where the law of 
inertia rules. A place inhabited by 
nothing but spherical cells, abs¬ 
tract obstacles. And you. In this 
shapeless universe, trouble is 
brewing. The cells that inhabit it are slowly but 
surely becoming unstable, and before long they 
will explode, taking everything else with them. 

Welcome to the weird and wonderfu I world of 
E*Motion . 


Negotiating the screen is easy enough, with simple 
niclockwise and anticlockwise rotation and thrust 
used to control the ‘ship’. It’s also possible to perform 
a quick ‘about face’ 180 degree snap if you need to 
change direction in a hurry - and you often do! 









































































































I n two-player mode it’s vital that you work together 
with your buddy. Most of the time you can work 
independently of one another, but problems arise on 
certain screens when the both of you are tied together 
by elastic! To make matters worse, on some levels 
both ships are the same colour from time to time so it’s 
difficult to tell who’s who! 

The going get complicated when the cells (and 
I occasionally the ships themselves!) are connected 
to each other via elasticated cords. Moving one cell 
creates a chain reaction whereby everything con¬ 
nected to it follows, with the force of inertia often 
sending it swinging round wildly. Don’t panic! 

W hile touching two of the same colour together is 
good, allowing two conflicting colours to touch is 
bad. Doing so creates a small pod of another colour (a 
red and a blue collision could create a green pod), 
which if collected quickly tops up your energy level 
(shown at the top of the picture). Leave a pod for too 
long though, and it grows into a full-size ceil, just to 
make life even more difficult... you can’t get rid of it 
unless you deliberately create another cell of the same 
colour for it to collide with. 




The tension is occasionally broken by bonus 
I sections between levels. The object here is to run 
nto the point-providing blue pods, which are only 
ormed from the pointless yellow pods when a blue 
>ne is colleced. Later levels see you collecting one pod 
o make another appear elsewhere on the screen, 
vhile others feature ‘bad’ pods which end the level 
prematurely when collected. And of course in all cases 
there’s a strict time limit. 



H ere’s the deal. The spherical cells on each screen 
come in all different colours, and the object is to get 
rid of them all - fast. Bumping two cells of the same 
colour together makes them disappear on contact. 
Simple, eh? Don’t you believe it... 



Time is not on your side. The unstable cells are 
I constantly pulsating, and as time progresses they 
throb faster and faster, until they finally reach critical 
mass and explode, causing you severe energy loss. 
You might have enough energy to survive a ‘meltdown’ 
(any more than three exploding cells is enough to 
completely drain a full supply), but it’s best to keep 
yourself topped up by creating and collecting energy 
pods. 
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Hn the PC, E.Motion comes in three vastly different versions. In lowly CG A mode it looks like a moving Blackboard 
Wdiagram... While EGA sports these rather garish monotone backdrops that occasionally hurt the eye and 
actually detract from the overall look. The creme de la creme: VGA mode. The backdrops and spheres are 
beautifully shaded, to the point of making the Amiga version look crude in comparison! 
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E .Motion is not what you’d call a really 
standard game. In fact it’s a very non¬ 
standard game. Let’s join our hosts, the 
Assembly Line, for a quick chat about E. Motion and 
how it was made. 

The Assembly Line are John Dale, Andy 
Beveridge, Martin Day and Adrian Stephens, and 
although there’s not a lot under their collective belt, 
the boys have individually been behind some 
winning titles. Martin and John did Impact and 
Helter Skelter for Audiogenic and the new SNASM 
development system for Realtime and Vektor 
Grafix. Adrian has done all sorts of stuff on the BBC 
years ago, like Mr EE, Killer Gorilla, and Donkey 
Kong Jnr, but more recently he programmed 
Interphase for Imageworks. Martin also did the 
programming for the Bitmap Brothers recent chart 
smash Xenon 2: Megablast. Andy used to work for 
MetaComCo, the developers of the AmigaDOS, 
and later for Rainbird on an untitled project which 
alas never saw a computer shop shelf. 

John Dale is the man who invented E.Motion. 
Where did such a bizarre idea come from? 

“My job is to have ideas - I just sit around and 
have them. There was a little bit of thinking about the 
fact that there haven’t been many games which use 
the ‘Asteroids’ type motion. You know: rotate and 
thrust. But at the same time we thought: ‘what can 
we do that’s differentto Asteroids’. We had the idea 
for the ship that rotates and moves and then we 
thought: ‘Well what’s it going to do if it’s not going to 
shoot things? Let’s try pushing things around and 
see what we can do.’ And we did.” 

“You push two different coloured ones together 
and they become a pod... that’s an idea from Joust 
(an ageing Williams arcade game, which unfor¬ 
tunately only ever made it onto the ST, and even 
then not very accurately). You know, when you kill a 
bird it drops an egg? Well, if you don’t get the egg it 
hatches out into another bird. So we kind of 
‘borrowed’ that idea, in as much as you generate 
pods, and if you don’t get the pods they grow into full 
size balls again. So the idea just got built up, really. ” 
The division of labour was fairly and squarely 
between John and Adrian who did most of the actual 
work on the game. Adrian did the programming and 
John supplied the scenario, defined the 50 levels of 
E.Motion, and set up the music etc. It was a very 
time consuming task, as John describes... 

“Well it was in two stages. About a month 
between conception to having a working version, 
and then about eight months making changes and 
polishing. Putting things in that people want to see. 
We did a first version, and that took about three or 

TPhe Assembly Line (from left to right): Martin Day, 

I Andy Beverage, John Dale, and Adrian Stephens. 



four weeks on the ST. We sent it off to US Gold, and 
they liked it but inevitably they wanted stuff altering 
and they wanted bonus levels, a different title page 
and PC versions. All that got spread out for months 
and months. And now we’re doing a version for 
America and that’s taking even longer, because 
they want even weirder changes.” 

“They don’t like the way the ship moved for a 
start. In the UK version of E.Motion, you move left to 
rotate left and right to rotate right, and when you hit 
the button you move. Well, the Americans wanted 
left and right just the same, but they wanted to push 
the stick forward to go forward and brake when you 
pull the stick back.” 

“ It’s okay, it sort of works. I don’t like it as much as 
the original but they wanted it. Also they wanted to 
save the game at any point and resume there. That 
was a big pain because we had to bring in loads of 
disk sector read/write routines which weren’t in the 
original. The American version’s got this routine so 
you can just hit a key at any point and it remembers 
where you got to, so you can come back later and 
start from there. I think that’s a bit of a mistake, 
because the whole point of games like this is you 
want to struggle to see the next level, see what 
colour it is, what layout it is, that kind of thing. By 
putting this save and restore in, they just make it 
dead easy. Adrian can do all 50 levels in quarter of 
an hour anyway, so why you want to save and 
restore a game that lasts 15 minutes, I don’t know.” 

E.Motion’s graphics were the easiest aspect. 
None of the team specialise in art particularly, so it 
was nice to come up with a design that just used 
things like spheres. All the graphics (the spheres 
and pipes etc) were actually generated on an 
Archimedes. The team wrote a program that just 
allows you to tell the Archimedes how many colours 
you want to use, and it generates spheres to order - 
all sizes, all colours, according to the information 
you give it. So you generate them on the 
Archimedes, take them over to the ST and plug 
them into the source code. 

“The nice thing about that is that on the ST we use 
16 colours, on the Amiga we use 32 colours, and on 
the PC if you ’ve got a VGA card we use 256 colours. 
And it’s no more work for us, because we just went 
back to the Archimedes and said okay, do 16 colour 
ones now. I think if we’d have had an artist he’d have 
been most upset, but the Archimedes didn’t seem 
to mind a bit!” 

Once they’d got it working on the ST, the Amiga 
was easy and the screens quite similar, the PC took 
a bit longer due to differences in display techniques. 
The hardest thing was defining the 50 levels. They 
were all typed in by hand! 

“You’d type the co-ordinates of a pipe, its colour 
and its length... there’s no construction set or 
anything, you just sit atthe keyboard and type: ‘dc.w 
50,100,5 color c’ then assemble the whole 
program, go to that level and look to see how it 
comes out like you meant. More often than not it 
doesn’t and you have to start all over again - now 
that’s time consuming!” 




) ► 



O There’s a fine line between 
abstract and obscure - and 
E.Motion sits very comfor¬ 
tably on it. It’s one of the 
more bizarre games yet 
seen, but not in terms of 
gameplay - that’s different alright, but it’s 
still pretty clear cut. What’s really weird is the 
atmosphere generated by the unique 
graphics and sound. Visually, everything’s 
perfectly simplistic - there’s nothing on 
screen that isn’t needed, and the use of lurid 
colour creates a feel of an unreal *fourth 
dimension’. The sound is more atmospheric 
still - the music is very New Age, but it’s the 
in-game effects that really do the job: each 
effect is a different musical note, so it’s not 
uncommon to hear little accidental tunettes 
during play. And to add to the abstract feel, 
an extra life is accompanied by a spooky 
organ fanfare. E.Motion’s a work of genius in 
the gameplay stakes - well up in the Tetris 
league. It’s all down to a fine blend of manual 
and mental dexterity, and some of the 
screens are so fiendishly designed they seem 
impossible - until you accidentally stumble 
on the way to do it and it all suddenly seems 
easy. Until the next screen... It’s tough - 
sometimes taking you to the brink of 
frustration, but never tipping you over it. 
Simply un-ball-ievable! 


PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 

OVERALL 


£ 24.99 

April 

84 % 

89 % 

94 % 

81 % 

92% 




£19.99. 


Thankfully squeezed onto 
just the one disk. Atari 
E.Motion is to all intents 
and purposes identical to 
the Amiga version - well, 
apart from the price of 




CGAmode is functional but 
not particularly inspired, 
EGA is occasionally a little 
dodgy due to some pupil¬ 
pounding backdrops, but 
those blessed with a VGA 
machine get the best looking and most 
colourful version of the lot. And there’s also 
AdLib sound card compatability for those 
with discerning musical tastes. You can get 
emotive in April for £24.99. 



















A free top 40 music 

tape when you buy 
two computer games 




Only at Boots can you join forces with the Ghostbusters, 
obliterate The Joker and take home Kylie Minogue for 
under £21.00. Boots also have an extensive range of 
software and stock all the major games as they’re 
released. So when you want an eight bit computer 
game, and a bit more, you know where to come. 


A better buy at 


OFFER AVAILABLE ON EIGHT BIT COMPUTER SOFTWARE GAMES ONLY WHEN TWO TITLES AT £8.95 OR MORE ARE BOUGHT AT THE SAME TIME. OFFER AVAILABLE ON 
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Special “Reserve 


Club Privileges 


membership £5.00 


• Bi-monthly Buyer's Guide each with details of 40 games. 

• Membership Card, Release Schedule and a folder for the Buyer's Guides. 

• Fast despatch of stock items. Most lines in stock. 

• Games sent individually by 1st class post. Most fit through your letter box. 

• 7-day hotline, until 8pm weekdays, 10 to 5.30 Saturdays, 11 to 5 Sundays. 

• Written confirmation of order (with receipt). 

• Instant refunds on request if there is a delay. 

• No commitment, no obligation to buy anything and no "minimum purchase". 

We're miles cheaper than elsewhere. Below are a selection of offers at prices 
you might not believe. You can buy games at the same time as joining - or join 
now and select from our full catalogue. All items advertised are only for sale to 
members and are subject to availability. 

Note: Upgrade to Official Secrets is offered to members of Special Reserve. 


AMIGA ST 


3D POOL .15.49 

A.P.B .12.99 

AFTERBURNER. 

ALTERED BEAST.15.99 

AMERICAN ICE HOCKEY . 

AQUANAUT .14.49 

ARTHUR (INFOCOM) .19.99 

BAAL.6.99 

BAD COMPANY .15.99 

BALLISTIX .6.99 

BALLYHOO (INFOCOM).16.49 

BARBARIAN 2 (PALACE) .18.49 

BARDS TALE 1 .7.99 

BARDS TALE 2.16.49 

BATMAN CAPED CRUSADER . 

BATMAN THE MOVIE.15.99 

BATTLE OF AUSTERLITZ .16.49 

BATTLE SQUADRON .15.99 

BATTLECHESS.16.49 

BATTLEHAWKS 1942 .16.49 

BATTLETECH (INFOCOM).16.49 

BEACH VOLLEY .15.99 

BEYOND DARK CASTLE.9.99 

BEYOND ZORK (INFOCOM) . 

BLADE WARRIOR .15.99 

BLOOD MONEY .14.49 

BLOODWYCH .15.49 

BLOODWYCH DATA DISK .9.99 

BOMBER .18.49 

BRIDGE PLAYER 2150 GALACTICA. 

BUGGY BOY .8.99 

C-LIGHT (3-D ANIMATION) .31.49 

CABAL .15.49 

CAPTAIN BLOOD .8.49 

CARRIER COMMAND .7.99 

CHAMBERS OF SHAOLIN.14.99 

CHAMP (USA) FOOTBALL .4.99 

CHAOS STRIKES BACK . 

CHASE H.Q .15.99 

CHESSMASTER 2000.15.49 

CHRONO QUEST .9.49 

COLLOSUS CHESS X.15.49 

CONFLICT EUROPE.9.99 

CONTINENTAL CIRCUS.12.99 

CORRUPTION (M/SCROLLS) .13.99 

CUTTHROATS .16.49 

CYBERBALL.12.99 

DAMOCLES .15.49 

DAY OF THE VIPER .16.49 

DEADLINE (INFOCOM). 

DEFENDER OF THE CROWN.8.49 

DEJAVU . 

DEJA VU 2.15.49 

DELUXE MUSIC CONSTR SET .46.47 

DELUXE PAINT III .51.49 

DEMONS WINTER (SSI).17.49 

DOUBLE DRAGON 2 .13.49 

DRAGON NINJA.9.49 

DRAGON'S LAIR (1 MEG) .28.49 

DRAGONS BREATH .18.99 

DRAGONS OF FLAME (SSI).17.49 

DRAKKHEN .16.99 

DRIVING FORCE.16.49 

DUNGEON MASTER. 

DUNGEON MASTER (1 MEG) .15.49 

DUNGEON MASTER EDITOR.7.49 

DYNAMITE DUX .15.99 

EDDIE EDWARDS SUPER SKI .6.49 

ELIMINATOR . 

ELIMINATOR (1.2 AMIGAS ONLY).5.49 

ELITE .15.49 

ELVIRA - MISTRESS OF THE DARK 19.49 

ENCHANTER (INFOCOM) .18.49 

EXOLON . 

EYE OF HORUS .15.99 

FI 6 COMBAT/PILOT .15.99 

FI 6 FALCON.18.49 

FI 6 FALCON MISSION DISK .8.99 

F29 RETALIATOR. .15.99 

FEDERATION OF FREE TRADERS ...19.49 
FERRARI FORMULA 1 .16.49 


15.49 

12.99 

8.49 

12.99 

15.49 

14.49 

6.99 

12.99 

6.99 

9.99 

15.49 

7.99 

9.99 

15.99 

16.49 

16.49 

16.49 

16.49 

12.99 

9.99 

15.99 

14.49 

15.49 

9.99 

18.49 

18.49 

8.99 

13.49 


12.49 

4.99 

15.99 

12.99 

15.49 

9.49 

15.49 

16.49 

12.99 

13.99 

12.99 

15.49 

16.49 

16.49 

8.49 

5.99 

15.49 


17.49 

13.49 

8.99 

18.99 

17.49 

16.99 

16.49 

15.49 

7.49 

13.49 

6.49 

5.49 

15.49 

19.49 

4.99 

15.99 
15.99 

15.49 

8.99 
15.99 

19.49 

16.49 


FIRE BRIGADE (1 MEG) . 

FIRST CONTACT . 

FIRST WORD PLUS . 

FISH! (M/SCROLLS) . 

FLIGHT SIMULATOR 2 . 

FLYING SHARK . 

FOOTBALL MANAGER 2 . 

FM2 EXPANSION KIT . 

FUN SCHOOL 2 (2-6) . 

FUN SCHOOL 2 (6-8) . 

FUN SCHOOL 2 (8+) . 

FUTURE WARS . 

GALDREGON’S DOMAIN . 

GATO (SUBMARINE SIM). 

GAUNTLET 2.. 

GHOSTBUSTERS2. 

GHOULS 'N' GHOSTS. 

GOLD RUSH! (SIERRA). 

GRAND PRIX CIRCUIT . 

GRAVITY . 

GREG NORMAN’S ULTIMATE GOLF 
GRIDIRON (U.S FOOTBALL). 


GUNSHIP . 

HARD DRIVIN’ . 

HARLEY DAVIDSON . 

HELLFIRE ATTACK . 

HEWSON PREMIER VOL1 


HIT DISKS VOLUME 2 
(LEATHERNECKS, MAJOR MOTION, 

TIME BANDIT, TANGLEWOOD) . 

HITCH HIKERS GUIDE (INFOCOM) . 


INCREDIBLE SHRINKING SPHERE 


INDIANA JONES ADVENTURE.. 
INFESTATION . 


INGRID’S BACK (LEVEL 9) . 
INTERNATIONAL KARATE + 

INTERPHASE . 

IRON LORD . 


I.C.F.T.D. DATA DISK (1 MEG) 


JEWELS OF DARKNESS (LEVEL 9) 

JINXTER (M/SCROLLS).,. 

JOURNEY (INFOCOM) .19.99 

KAMPFGRUPPE (SSI) .19.99 

KARTING GRAND PRIX .4.49 

KEEF THE THIEF.16.99 

KICKOFF .12.99 

KICK OFF EXPANSION DISK .7.49 

KIND WORDS 2.0 (W/PROCESSOR) 29.99 

KING OF CHICAGO .8.49 

KINGS QUEST 1,2 & 3 (SIERRA) ...21.49 

KINGS QUEST 2 (SIERRA) .6.99 

KINGS QUEST 4 (SIERRA) .. 

KNIGHT ORC (LEVEL 9) . 

KNIGHTFORCE . 

KRISTAL .9.99 

KULT.7.99 

LANCASTER.13.49 

LANCELOT (LEVEL 9).13.49 

LASER SQUAD.12. 

LEADERBOARD BIRDIE. 

LEATHER GODDESSES (INFOCOM) 

LEATHERNECKS .5. 

LEGEND OF THE SWORD . 

LEISURE SUIT LARRY 1 (SIERRA) ...18.99 
LEISURE SUIT LARRY 2 (SIERRA) .. .21.49 
LIGHT FORCE (R-TYPE, VOYAGER, 
BIO-CHALLENGE, IK+) .15.99 


IGA 

ST 

.17.49 

17.49 

.15.99 

15.99 

.17.49 

16.49 


58.99 

.13.99 

13.99 

.25.49 

25.49 


6.99 

’.'.8.49 

8.49 

...6.99 

6.99 

.12.49 

12.49 

.12.49 

12.49 

.12.49 

12.49 

.16.49 

16.49 

.12.49 

12.49 

’.16.49 

7.49 

13.49 

.15.99 

15.99 

.16.49 

13.49 

.16.49 

16.49 

.16.49 

.16.49 

16.49 

16.99 

16.99 

.15.49 

15.49 

.13.99 

13.99 

.15.99 

15.49 

.12.99 

12.99 

.15.49 

3.49 


17.99 

. 17.49 

17.49 

...9.49 

13.49 


9.99 

.19.49 

9.99 

.15.49 

15.49 

...7.49 

7.49 

.16.99 

16.99 

...7.49 

5 7.99 

7.99 


7.49 

.11.99 

13.49 

.16.99 

16.99 

.14.99 

14.99 

.18.49 

9.99 

...7.99 

7.99 


8.49 

.15.99 

15.99 

.15.99 

15.99 

118.49 

.10.49 

.16.49 

6.99 

.13.99 

13.99 


6.49 

5.99 


It's expensive not to join 


AMIGA ST 


LIFE AND DEATH.15.49 

LIVERPOOL .11.99 

LOMBARD RAC RALLY .14.99 

LORDS OF THE RISING SUN.9.99 

LURKING HORROR (INFOCOM) .19.99 

MAGNUM 4 (COMPILATION).18.99 

MANHUNTER NEW YORK (SIERRA) 18.49 

MANHUNTER SAN FRANCISCO.18.49 

MANIAC MANSION .16.99 

MATRIX MARAUDERS .12.49 

MAVIS BEACON TEACHES TYPING 17.99 

MENACE .6.99 

MICKEY MOUSE . 

MICROPROSE SOCCER .15.49 

MIDWINTER . 

MILLENIUM 2.2 .6.99 

MIND FOREVER VOYAGING .19.99 

MINI OFFICE PRO’COMMS . 

MINI OFFICE PRO’ PRO' GRAPHICS . 

MINI OFFICE PRO’ SPREADSHEET. 

MOONMIST (INFOCOM).19.99 

NEUROMANCER.16.99 

NEVERMIND .12.49 

NEW ZEALAND STORY.15.99 

NIGEL MANSELL’S GRAND PRIX .4.99 

NINJA WARRIORS .16.49 

NORTH AND SOUTH .10.49 

OIDS. 

OIL IMPERIUM.16.49 

OMEGA .17.49 

OMEGA (DOUBLE SIDED DRIVE). 

OMNI-PLAY BASKETBALL.15.49 

OMNI-PLAY HORSE RACING .15.49 

ONSLAUGHT .15.49 

OOZE .15.99 

OPERATION THUNDERBOLT .15.99 


OUTLANDS 

P47 THUNDERBOLT . 

PACLAND. 

PACMANIA . 

PANDORA . 

PAPERBOY . 

PASSING SHOT (TENNIS) 

PAWN (M/SCROLLS) . 

PERSONAL NIGHTMARE .. 

PHANTASIE 3 (SSI). 

PHOBIA . 


..12.49 

..16.49 

..7.49 


..12.99 

...8.99 

..13.99 

..18.99 

..17.49 

..12.49 


PHOTON PAINT.6.49 


OFFICIAL SECRETS 


Annual Membership costs £22 (UK) 
including 

Myth by Magnetic Scrolls 

Gnome Ranger by Level 9 
6 issues of Confidential 
Adventure Helpline and 
Special Reserve membership. 

Please write for full details or enter 
£22 as the membership fee 
instead of the normal £5 fee for 
Special Reserve. Or upgrade later 
for £17. You may request a 
surprise alternative instead of 
Gnome Ranger. 

Myth is exclusive to members of 
Official Secrets and is not 
available in the shops. 



PIRATES . 

..15.99 

15.99 

12.99 

PLANET BUSTERS. 

..15.49 

15.49 

7.49 

PLANETFALL . 

..19.99 

16.49 


PLAYER MANAGER . 

..12.99 

12.99 


POLICE QUEST 1 (SIERRA). 

..15.99 

15.99 

22.49 

POLICE QUEST 2 (SIERRA) . 


16.49 

6.99 

POOL OF RADIANCE (SSI) . 

..17.49 

17.49 

21.49 

POPULOUS . 

..16.49 

16.49 

5.99 

POPULOUS PROMISED LANDS ... 

...7.99 

7.99 

14.49 

POWER DRIFT. 

..15.99 

15.99 

17.49 

POWERDROME . 

..16.49 


7.99 

PRO TENNIS TOUR . 

..16.49 

16.49 


PROTEXT WORD PROCESSOR. 

..64.99 

47.99 

13.49 

PUBLISHERS CHOICE DTP (1 MEG) 

59.99 


12.99 

PURPLE SATURN DAY. 

...7.49 

7.49 

13.49 

QUEST FOR THE TIMEBIRD. 

..16.99 

16.99 

9.99 

QUESTRON 2 (SSI). 

..17.49 

17.49 


R-TYPE. 


7.49 

5.99 

RALLY CROSS CHALLENGE . 

..12.99 

12.99 

11.99 

REAL GHOSTBUSTERS . 

...7.49 

7.49 

11.99 

RED LIGHTNING (SSI) . 

..19.99 

19.99 


RED STORM RISING . 

..16.49 

16.49 

15.99 

RICK DANGEROUS. 

..15.49 

15.49 


AMIGA ST 


11.99 

14.99 

9.99 

18.99 

18.49 

16.99 

12.49 

17.99 

6.99 

5.99 

15.99 

15.99 

6.99 

17.49 
17.49 

17.49 

16.49 

12.49 

12.99 

4.99 
12.99 

10.49 

6.99 

16.49 

17.49 


15.49 

15.99 

12.99 

12.49 

16.49 
5.99 

5.99 
5.49 

12.99 

8.99 

13.99 

18.99 

17.49 

12.49 


FtOBOCOP.15.49 

ROCK’N’ROLL .12.99 

ROCKET RANGER.9.99 

RUNNING MAN .8.49 

SARGON 3 CHESS.13.97 

SCAPEGHOST (LEVEL 9).12.49 

SCRABBLE DE LUXE.12.99 

SDI (ACTIVISION) . 

SEASTALKER (INFOCOM).19.99 

SHADOW OF THE BEAST.19.99 

SHADOWGATE.10.49 

SHINOBI...12.99 

SHOGUN (INFOCOM).15.49 

SHOOT ‘EM-UP CONSTR’ KIT.18.49 

SIDEWINDER .7.49 

SILICON DREAMS (LEVEL 9). 

SILKWORM .12.99 

SIM CITY .11.99 

SKYCHASE.5.99 

SORCERER (INFOCOM) . 

SPACE ACE .27.49 

SPACE HARRIER 2.12.49 

SPACE QUEST 1 (SIERRA) .16.49 

SPACE QUEST 2 (SIERRA) .12.49 

SPACE QUEST 3 (SIERRA) .21.49 

SPEEDBALL .8.99 

SPELL BOOK (4-6 YEARS) .13.49 

SPELL BOOK (7+ YEARS).13.49 

SPELLBREAKER (INFOCOM) .18.49 

ST ADVENTURE CREATOR . 

STAR BLAZE.16.49 

STAR COMMAND (SSI) .19.99 

STAR WARS TRILOGY .15.99 

STARCROSS (INFOCOM) .18.49 

STARFLIGHT.16.99 

STARGLIDER .5.49 

STARGLIDER 2 .6.99 

STATIONFALL (INFOCOM) . 

STEVE DAVIS SNOOKER .12.49 

STORMLORD .15.99 

STOS (GAMES CREATOR) . 

STRIDER .16.99 

STRYX .12.49 

STUNT CAR RACER .15.99 

SUPER HANG ON. 

SUPER LEAGUE SOCCER .15.49 

SUPER WONDERBOY .15.99 

SUSPENDED (INFOCOM) . 

SWITCHBLADE .13.99 

SWORD OF SODAN .8.49 

SWORDS OF TWILIGHT .16.4 9 

TEENAGE QUEEN.8.49 

TETRIS.4.49 

THE LOST PATROL.16.49 

THINGS TO DO WITH NUMBERS ... 13.49 

THINGS TO DO WITH WORDS.13.49 

THREE STOOGES (CINEMAWARE) ...6.99 

THUNDERBIRDS .7.49 

TIME .18.99 

TIME &MAGIK (LEVEL 9) .13.49 

TIME BANDIT. 

TIMES OF LORE . 

TIMEWORKS DESK TOP PUBLISHER. 

TOWER OF BABEL.16.49 

TRACKER . 

TRIAD VOL1 . 

TRIAD VOL2 (MENACE, BAAL, TETRIS) 14.99 

TRINITY (INFOCOM). 

TRIVIAL PURSUIT .12.99 

TURBO CUP .6.49 

TURBO CUP (WITH CAR) . 

TURBO OUTRUN.16.49 

TV SPORTS BASKETBALL .18.49 

TV SPORTS FOOTBALL (U.S.A.).11.99 

ULTIMA 5. 

UNINVITED .13.49 

UNTOUCHABLES .15.99 

VETTE (CORVETTE) .18.49 

VIRUS.12.49 

VIXEN .4.49 

VOYAGER .9.49 

WAR IN MIDDLE EARTH .15.49 

WATERLOO .10.49 

WAYNE GRETZKY HOCKEY.15.99 

WHIRLIGIG . 

W/FRAMED ROGER RABBIT (1 MEG) 8.49 

WICKED . 

WILD STREETS .15.99 

WINDWALKER.17.49 

WISHBRINGER (INFOCOM) .19.99 

WITNESS (INFOCOM) .19.49 

X-OUT.13.49 

XENOMORPH .15.49 

XENON II, MEGABLAST.15.49 

ZOMBIE . 

ZORK 1 (INFOCOM) . 

ZORK 2 (INFOCOM) . 

ZORK TRILOGY (INFOCOM) . 

ZORK ZERO (INFOCOM) .19.99 


12.99 

12.99 

7.99 

7.49 

12.49 

12.99 

7.99 

9.99 

7.49 

12.99 


5.99 

12.99 

7.49 

16.49 

27.49 

12.49 

16.49 

16.49 

19.49 

8.99 

13.49 

13.49 

9.99 

26.99 

16.49 

19.99 

15.99 

16.49 

6.49 

6.99 

9.99 

12.49 
15.99 

17.49 

13.49 

12.49 

15.99 

8.49 

15.49 

12.99 

16.49 

13.99 


8.49 

5.49 

12.99 
13.49 
13.49 

7.49 

18.99 

13.49 

5.49 

16.49 

74.99 
16.49 

5.49 

9.49 

14.99 

16.49 
8.45 

7.49 

13.49 

10.99 

17.99 
5.99 

12.99 

5.99 

4.49 
5.99 

15.49 

10.49 

15.99 

5.99 

8.99 
15.99 


16.49 

13.49 

15.49 
15.49 

12.99 
9.99 
9.99 

19.99 


SONY 3.5" 

DS/DD DISK 


69p 


INNEVITABLY, SOME OF THE ABOVE GAMES MAY NOT YET BE RELEASED. ALL GAMES ARE DESPATCHED AS SOON AS POSSIBLE.* 
SALES LINE 0279 600204. PLEASE NOTE THAT THERE IS A SURCHARGE OF 50P PER GAME FOR ORDERS PLACED BY TELEPHONE. 


Order Form 


Non-members please add the membership fee 


Name_ 

Address 


Existing members please include your membership number 

Special Reserve membership £5 UK, £6 EEC or £7 World 

Item_ 

Item_ 


Post Code- 
Computer_ 


Phone No.- 


*5.257*3.57*3.0"/*TAPE 


Item 


Payable to: Special Reserve or Official Secrets 
P.O. Box 847, Harlow, CM21 9PH 

Special Reserve and Official Secrets are trading names of Inter-Mediates Ltd. 
Reg. Office: 2 South Block, The Maltings, Sawbridgeworth, Herts CM21 9PG. 
Registered in England Number 2054713. VAT reg. no. 424 8532 51 


















TOTAL 


Credit card expiry date____ 

*CHEQUE/*POSTAL ORDER/*ACCESS/*VISA 
(Including Connect, Mastercard and Eurocard) 

* Delete where applicable 


Overseas orders must be paid by credit card 
Prices include UK Postage and Packing 
EEC orders please add 70p per item 
World orders please add £1.50 per item 




























































































































































































































































































































Gary Penn has an 
explosive time with 
Activision's 3D space 
adventure* 


■ n 2045 Earth became the casualty 
of a massive nuclear attack. 
No-one knew exactly what was 
responsible or why. But with the 
discovery of alien corpses it soon 
became known what they looked like and 
eventually where they came from... 

The home system 
of the Roaches (as 
the large, insectoid : ~fj| 

affec- 


creatures 
tionately became 
known) was traced 

to Sirius. It was also discovered that tiny metallic 
particles in their skin allowed them to 
communicate telepathically, which was essential 
as individually they have a very limited intellect. 
Put groups of them together however, and a 
collective mind is formed, making the threat 
potentially devastating on a universal scale. 

The answer is clear: the Roaches must be 
crushed before it’s too late. And as the newest 
recruit to the Fist Of Earth defence network, it 
looks like you have just been volunteered for the 
job... 

This is Project Warhead. 


e ZSt andi 


/*\rbitting high above the Earth is a vast space station 
wknown as Solbase - the operations centre for the 
Earth’s defence forces: namely the Fist Of Earth. 
Solbase is also your home base, from where orders are 
given and your ship is equipped. And if you wonder why 
it looks such an odd shape, it’s because space is 
curved and as such it’s all viewed through a fish-eye 
lens - a unique and impressive effect. 

This is your ship: the FOE-57 - basically a glorified 
I weapons platform. In principle, it’s easy enough to 
fly - forward and reverse thrust are used in 
conjunction with conventional pitch and roll move¬ 
ment, with the ship-board computer handling the rest. 
In practice however, it’s all too easy to find yourself 
spinning around in a daze. That’s why your first 
mission istofamiliariseyourselfwiththeshipbytaking 
a brief flight around the space station before coming 
home to dock. Thankfully the FOE comes equipped 
with 10 autopilot systems, each with a different level of 
computer intervention. 




























U nlike the more traditional front view, this is a computer-generated 
one, which means you can view your situation from air 

__-MaliAn An ocforAiH tho n 


s you can view y< 
vdinayc |Afini». iiwni the space static 
missile - or even an attacking alien! 


vantape point... from the space station, an asteroid, the nose of a 


Mellar bodies don’t appear to move too fast, even 
^when you are... and this doesn’t feel too good. To 
compensate, the Heads Up Display provides a 
green-screen simulation of moving dots relative to 
your speed and position. The weapons overlay at the 
bottom right of the picture shows what’s on board and 
highlights any potential targets with a box. 



. 


1 Afhen the possibility of danger rears its ugly head, the FOE-57 is armed for 
Wbear. As equipment is added, the displays to the left of the screen are 
updated accordingly. Equipment varies from data-gathering missiles to a 
cannon, mines, a powerful x-ray laser and a sizeable complement of missiles of 
different strengths. 



(fit- 


i m i 


All messages are received here - whether they 
ncome from Solbase or other craft. Missions range 
from reconnaissance and the gathering of information 
to rescue and attack. Having successfully completed 
the first mission, the pilot is then required to test other 
systems and become familiar with the process of 
interstellar travel before embarking on the ‘real’ 
missions. A neat touch is the realistic way the screen 
shimmers slightly, reflecting on its surroundings. 
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■ laving been briefed of your mission and made any 
llpreparations, there’s little left to do except launch 
from the space station. The FOE craft is simply 
dropped into space (there’s even some graffiti to look 
at on the way out), leaving j 


ly go... 


A visual and technical description of any known 
vessels can be called up at any time. Some 
aggressors you won’t meet until very much later in the 
game - and you won’t know what they are until you do! 
The Berzerker’s the hardest of the lot - in fact it’s the 
hardest thing around full stop. It rumbles ominously 
when you get anywhere remotely near it, and it’s so 
massive and hard that it can just sit there, soaking up 
the shots before evaporating whole fleets of attack 
craft with a single swipe. So how the hell are you going 
to get rid of that? 

W hen you can’t stand the heat - eject! The escape 
pod shoots out into space and you are given tne 

i bef< 


chance to view your craft one last time Wore it 
self-destructs. Now just sit back and watch the pod 
locate Solbase and dock... 
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T he Navigational Starchart shows a three- 
dimensional representation of all known star 
systems around the Earth’s Sun. It’s easily 
manipulated, with rotation in all directions, a zoom 
facility, and a novel short-hand system allows you to 
enter the name of any planet and move the display 
straight to it. 

"The Solar System Chart functions much the same as 
I the Navigational Starchart, only with a finer 
resolution - the solar system of a selected star is 
displayed. 

GLYN WILLIAMS: AN EXPLOSIVE TALENT 

G lyn Williams’ programming career began at school... “We had a Wang machine (remember: 
“Wang Cares”) that was so old it had an alphabetic keyboard (ie: all the keys are in alphabetical 
order!) and its ROM was a load of diodes.” But it wasn’t long before Glyn had progressed to an 
Apple, on which he wrote his first games, including a horizontally scrolling Lunar Lander (with asterisks 
comprising the planet surface), and a Star Trek-style affair entitled Galactic Empire. 

It wasn’t until Glyn went on to University to study for a degree in computer science that he acquired a 
BBC, allowing him to pursue his real interest: computer graphics. “I didn’t do anything commercial,” he 
admits. “It was mainly 3D stuff inspired by artificial realities. I wanted to take ideas out of someone’s 
head and reproduce them on computer.” 

He next worked at Island Logic (the software arm of Island records), where he wrote a helicopter game 
using PolyScan (a 3D system for the Commodore 64) which was never released. However he did meet a 
guy called Joey, with whom he formed Solid Image and wrote an original wire-frame game called Cholo 
for Firebird and a conversion of Starglider for the 64. 

His debut 16-bit product, Warhead has been in the making for almost two years now, mainly because 
Glyn does everything himself, but also because of the time spent compromising routines due to 
hardware limitations: “It requires a huge effort and distracts you from what really want to do, which is 
deliver entertainment. I spent a lot of time fiddling with Warhead. Not just on the graphics front - getting 
the playability right was just as important and time consuming.” 

His next project is a less ‘technical’ vein: “ft’s a fun game - one or two player dogfighting, with Fokker 
tri-planes and Sopwith Camels. It’s not like the F-16s that fly hard and fast and are a lot more impersonal 
- these old planes provide a more violent but more rewarding battle. 

“I’m a big fan of an old arcade game called Space War. That had two players battling it out, and there 
were plenty of variables you could change like the gravity and so on. With this game I’ll have things like 
bouncy ground and thick air. It will be technically accurate, so anyone who wants to play ‘the real thing’ 
can. But it also caters for other tastes. It’ll take about 10 months, but this time I’m completing the design 
and basic playability first and then building on this. The other handy thing is because I spent so much 
time creating the graphics routines for Warhead, there are plenty of re-usable parts which means I can 
concentrate more on the design. 

“The worst thing about first-person 3D is that you don’t get to see anything interesting happening to 
you - like getting hit. So I’m developing the Warhead ideas, with a mix of painted graphics and live 
action 3D, and the camera cutting away to show any exciting stuff... your fuselage getting ripped to bits 
or the pilot getting shot. 

Looking to the future, Glyn’s keen to get his hands on the new Nintendo as it’s rumoured to contain 
some specialist hardware for the purpose of producing filled 3D. He’s also keen to get to grips with PCs, 
as they seem to be getting better - especially with the advent of TIG A (Texas Instruments Graphic 
Adaptor), which features hardware polygon fill, making it possible to produce visuals of the not too 
dissimilar to Atari’s Hard Drivln’! 



What a blow. There’s no 
MS-DOS compatible ver¬ 
sion planned! Maybe 
Activision’s American arm 
will change its mind and do 
something about it. More 


news if it happens. 


■Hj 


© Everything about Warhead 
is just so... slick. From the 
informative introductory 
sequence (complete with 
Michael Powell’s excep¬ 
tional film-like score, which 
is so powerful and ominous that it wouldn’t 
sound out of place in Aliens) to the way that 
everything’s been so well thought out and 
presented. Even the title’s hard. The sense of 
actually controlling a spacecraft is heigh¬ 
tened by the realistic feel of all its systems, 
and the fact that nothing seems out of place. 
As far as gameplay is concerned, it’s probably 
best described as a form of F/A-18 
Interceptor in space, in that you first have to 
prove yourself as pilot before taking on a 
series of increasingly taxing missions. The 
combat more often than not gets the pulse 
pounding, with a satisfying combination of 
’meaty* sound effects and pyrotechnics, and 
plenty of impressive combat-orientated 
information like the HUD and Weapons 
Overlay to make you feel as though you are in 
control of a fighting machine. It’s rare for a 
piece of software to feature great presenta¬ 
tion and gameplay to match, but Warhead is 
excellent on both counts. 


PRICE 

RELEASED 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 

OVERALL 


£ 24.99 
Out Now 
92 % 
98 % 
94 % 
89 % 

93 % 


Glyn’s conversion will 
feature identical graphics 
to the Amiga ’original’ plus 
an impressive blend of AY 
chip and digitised sound 
effects. The stunning title 
music is likely to be ’remixed’ into a lengthy 
piece for the B-side of the disk, which means 
only those with machines with suitable disk 
drives can listen to it. Expect to see 
something on the software shelves around 
now, for £24.99. 
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If you want 
the best in 
16-Bit Computers, 
don't go to a 
two-bit outfit 


in 



The difference between Microsnips and many other computer dealers is like the difference 
between 16-bit systems and ordinary home computers. 

And, just as there are some people who are content with a VIC-20, not everyone can fully appreciate 
the comprehensive range of products and expert advice we offer. But then, you’re not just everyone. Are you? 
Whatever you’re seeking, chances are we’ve got it in stock. Just call 051-630 3013 

for further details or FREE catalogue. 
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LOST PATROL 

(Ocean) 

Combat veteran Ian Harling goes on 
parade to provide a beginner's guide to his 
Vietnam simulator. 


A While on the move, terrain is the most important thing to take into account. A route must be plotted if your men 
are to survive, and certain areas in particular are to be avoided. Steer well clear of mountainous terrain and trek 
around it instead - to get over a mountain you really need to put your men on double rations, but even then the boys 
are likely to be knackered at the end of the trek. Jungle areas and rivers are also bad news. It’s best to perform a 
sweep of the area every two moves so you get the best idea of what route to take. 


A Some of the locals are more helpful and 
co-operative than others - but even the friendliest 
ones need a bit of roughing up to persuade them to 
talk. It’s often worthwhile to pick off a couple of 
villagers before asking any questions if you want the 
quickest results, and remember you don’t need to type 
in complete sentences - just the right key phrases will 
do. And NEVER wipe out a whole village - doing so 
screws up your Morale and even angers the rest of the 
locals, causing the size of the enemy forces to 
increase! 


A The positions of Scout and Lead man are stressful 
ones - the men with these jobs are likely to deteriorate 
quicker than the rest. But it’s vital that you always have 
strong and healthy men on the job, as the sick, weak 
ones aren’t going to be at all efficient. Keep swapping 
your men around with this in mind. 

◄ Your men must get at least six hours sleep out of 
each 24 if their strength is going to stay at an 
acceptable level. Morale is a bit more complicated - 
members of the team dying, carrying out ‘unfriendly’ 
acts on the locals and general wear and tear all 
contribute to the whittling away of morale. The only 
practical way to get Morale back is to win the arcade 
sequences. Remember - Morale hitting zero is more 
dangerous, as your men start going mad and could 
even hurt other members of the team. 

V In the sniper section, don’t make the mistake of 
putting your best marksmen on first - instead bring up 
one of the skakier shots for the purposes of finding the 
hidden gunman. As soon as he’s found, switch over to 
one of your better shots. Out of the sniper’s 24 possible 
hiding places, the most likely place he’s found is in the 
dark areas of the screen - in hut windows, doorways 
and on rooftops. Don’t waste time looking in the 
foliage itself - he hardly ever hides out there. 


A The beat ’em up section ensues when one of your 
scouts comes into contact with a lone Viet Cong. It’s 
this section that makes it especially important for you 
to always have strong scouts - the reason being, the 
energy you get in the game is relative to your scout’s 
strength, so a weak scout isn’t going to be able to take 
much of a beating. For the fighting itself, you don’t 
have to be too skilful, just get in there and hammer 
away. For the best results, get in as close as you can 
and headbutt him - this devastating attack takes the 
place of the punch when you get in very close. 


A Traps are best laid in the areas where they are most 
likely to be sprung. Don’t waste your time putting them 
in swamps or on the tops of mountains - the VC are far 
too smart to trudge through that kind of terrain. 
Concentrate instead on the roads and trails. 























































































































Get on up and go higher and 
higher with Babei creator Pete 
Cooke’s definitive guide. 



GETTING STARTED 

STOP, LOOK AND LISTEN 


Perception is the name of the game - it’s vital that 
you get a good idea of the layout of a tower and your 
objectives before you start. Remember that while 
the READY message is flashing at the base of the 
screen, none of the objects on the tower are active 
and you are free to spend as long as you want 
looking around the tower - even if there’s a time 
limit. You can even program your spiders or turn to 
look left and right. Nothing starts moving, and the 
clock doesn’t start ticking until you either move or 
fire. 

Use the initial freetime you have to get a good look at 
the tower, concentrating on what you have to do. 
The best way of sussing a tower is to work 
backwards. Don’t start by looking at where your 
spiders are, and how you can move them. Instead 
look for where the Klondikes, or any objects that 
must be shot, are positioned. Then work a path 
backwards to your spider(s), working out how best 
to grab or zap ’em along the way. 


PRACTICE MAKES... 

Perfect. Bear in mind the fact that you never get 
thrown back to the start against your will, and you 
shouldn’t be afraid to try things out. You have 


nothing to lose! However, if you abandon or restart a 
tower, the points bonus awarded when you finally 
complete it is reduced. To get around this, save the 
game when you start a tower for the first time, and if 
you screw up, just load back the saved game rather 
than using the Restart option. That way you can 
replay your first attempt (which yields the full bonus) 
over and over! 


OBJECTIVE OPINIONS 

You MUST always haveafirm idea of exactly what it 
is you have to do - be it collecting Klondikes, 
destroying designated objects, or a combiantion of 
the two. And remember to think laterally. If you don’t 
need to zap anything, that probably means you 
don’t really need your Zapper - but it could still 
come in handy purely as a block or diversion. 
Similarly, if you aren’t asked to grab any Klondikes, 
your Grabber could well be disposable - or used to 
activate some of the later tower’s special objects. 


BEGINNER'S LUCK? 

Newcomers are advised to bring up the View Menu 
wile in Pause mode, and change the viewpoint to 
Very High and Far Behind. This allows you to see 
your own Spider while you move around, and gives 
slightly better all-round visibility. The drawbacks 
are that on some of the more complex towers the 3D 
update tends to slow down a tad, and the view to the 
front is not always as clear. 


PROGRAM PRINCIPLES 

Tower Of Babel’s in-built programming language is 
invaluable. It’s not too important on some of the 
earlier towers, but as the game progresses and time 
limits get stricter, you simply don’t have time to do 
things and enter commands as you go along - this 
is where the computer comes in. Remember that a 
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solution can be worked out, and the program written 
before the clock starts. The problem is, you have to 
be 100% exact with your commands - if one of your 
spiders takes one step too far or too short, the whole 
thing’s ruined. But you don’t have to go the whole 
hog when programming - you can set the first four 
or five steps for one spider and let him do his thing, 
while concentrating on controlling another 
manually - it all saves time in the long run. 


CAUSE AND EFFECT 
GROUP TWO: TOWER D 


>theren« 
n, but d< 


it if you foi* 
your Sapp 
Pusher to i 
tougher... 


Another problem created by the tight time limits on 
some towers is that you can never be sure what’s 
around the corner, and since there’s so Jitle time 
available,, you haven’t got time to stop and look 
(these are known as 'blind’ corners). Your initial 
survey of the tower tells you how it looks at the start, 
but halfway through the game there’s no telling 
what’s changed position since you started. With 
this in mind, always take corners warily. The best 
method is to start moving FORWARD and 
QUICKLY turn into the corner. Usually, if there’s 
something unpleasant waiting for you, you have got 
time to spot it and jam the spider into reverse before 
it gets waxed (providing you selected ‘Backwards 
Allowed’, of course!) 


TOWER SOLVING 


Tower Of Babel has 117 towers (broken down into 
13 groups of nine) to solve. With so many towers it 
would have been impossible to design a completely 
different puzzle for each one. Of course all the 
towers ARE diferent, but many of the puzzles are 
similar - in fact the puzzles can be grouped into 
different types. Some of the more popular puzzle 
types, for example, ask you to grab a Klondike, but 
puts something in your way to block you - or 
perhaps you can’t get to it because a Zapper is 
guarding the route. Maybe a Pusher keeps pushing 
you back, and you need to use your own Pusher to 
counter it. Or perhaps you need to work out a way to 
best use a lift. All these problems crop up again and 
again in one form or another, and if you can solve it 
one tower, you can usually solve it again when it 
appears later on another in a different form. 


... 




THE SACRIFICE 
GROUP ONE: TOWER B 


I Jgo FORWARD, FORWARD, Down and FORWARD again... ZAP! Knocked out by an enemy Zapper. Don’t 
rry - look at the Tower’s name. 


The Sacrifice is one of the earlier (and as such, 
easier) towers, but, in accordance with what’s been 
said above, the type of problem you encounter here 
are very typical, and reappear later on in other 
puzzles. 


QtArt by taking control of the Zapper, and go: 

Onward, forward, left, forward and 

get t0 here - l f there’s a Hopper in your way, 
snootitand wait until the debris clears before moving 
again. 





































































































































































































































































































































































































































































































































































































































































































































































































































BETTER BY DESIGN 


D esigning your own towers is, if anything, more 
difficult than playing them! It’s vaguely akin to 
programming, with its own rules and laws - and of 
course there’s a fair amount of ‘debugging’ to be done 
or you could end up with an impossible tower! 

P ete, who designed over 90 of Babel’s 117 towers, 
finds that the best way to design a tower is to start 
with a simple puzzle in the middle, and then build 
around it. For demonstration purposes, Pete’s even 
designed an original tower and explained how he went 
about it. So here’s one he prepared earlier... 


re put in a Pusher and a Block here and make sure 
the Grabber has to move - and if he does that, 
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SPACE ACE 

(Entertainment International/Readysoft) 

A nd now - live, from Norwich - it’s the complete 
solution, courtesy of Howard Van Wijk. 


SCENE ONE 

Move RIGHT just 
before Borf fires his 
third laser blast. When 
Borf comes near 
again, move LEFT to 
jump into the centre of 
the screen, then 
immediately move 
DOWN. 

SCENE TWO 

As soon as Dexter appears, move RIGHT followed by 
LEFT to go under the first crusher. Wait until the next 
crusher has risen a second time and move LEFT, then 
LEFT again when the last crusher rises. 



SCENE THREE 

Move DOWN when the flying robots start to fire and 
then UP when Dexter is on the rock to run to your ship. 

SCENE FOUR 

Move UP to land on the space station. 

SCENE FIVE 

Press FIRE when the monster opens its mouth to blow 
it away. 

SCENE SIX 

Move RIGHT, then UP as Dexter stumbles to leap to 
safety. 

SCENE SEVEN 

Move RIGHT to jump onto the platform then 
IMMEDIATELY move RIGHT again to jump from it. 



SCENE EIGHT 

Move DOWN as Dexter approaches the purple 
monster and then immediately move RIGHT to jump 
through its jaws. 

SCENE NINE 

Move DOWN as soon as the monster appears, then 
immediately move LEFT to dodge its mouth. 

SCENE TEN 

Press FIRE when the monster wraps its tentacle 
around Dexter’s legs. 

SCENE ELEVEN 

Go UP as soon as the two cat-people appear from 
behind to enter the cave. 

SCENE TWELVE 

Move UP as soon as the two dog creatures approach 
Dexter from either side. 

SCENE 13 

Move RIGHT when the dog creatures appear to go 
down another corridor. 

SCENE 14 

Move UP when Dexter turns around to get rid of the 
dog creatures. 






SCENE 15 

Move RIGHT as soon as the robots start to move. 

SCENE 16 

Move LEFT just after Ace has run into the screen to 
avoid the conduit’s energy bolts. 

SCENE 17 

Move LEFT when Dexter approaches the middle of the 
screen. 

SCENE 18 

Move RIGHT when Dexter approaches the far end of 
the screen. 

SCENE 19 

Move UP when Dexter runs into the screen to climb the 
ladder to the control centre. 

SCENE 20 

Press FIRE to block Borf’s staff just as he swings it. 


SCENE 21 

Press FIRE to block Borf s staff again. 

SCENE 22 

Press FIRE just after Borf appears on screen, followed 
by RIGHT when Borf swings his staff towards Ace’s 
head. 

SCENE 23 

Press FIRE as soon as Ace jumps into the screen, and 
then move DOWN when Kimberley cries ‘Dexter’. 

SCENE 24 

Ace in now flaton his back, and as Borf come close, 
press FIRE to block his staff. 

SCENE 25 

As Borf swings his staff, move UP to jump over it, 
followed by DOWN to duck under it Move move RIGHT 
to jump clear onto the next screen. 

SCENE 26 

Move RIGHT to dodge Borf s staff then immediately 
move DOWN when you are behind Borf to jump onto 
his back. 


SCENE 27 

Move UP to leap from Borf’s back and then 
immediately move LEFT to catch the rope. 

SCENE 28 

There’s nothing to do here but sit and watch: Ace 
automatically jumps onto the falling platform. 


SCENE 29 

Move RIGHT as soon as the platform dips into the lava. 

SCENE 30 

Move RIGHT as Ace approaches the middle of the 
bridge. 

SCENE 31 

Move LEFT as Dexter approaches the bridge junction 
near the far end of the scren. 

SCENE 32 

Move RIGHT just before Ace reaches the third mirror. 

SCENE 33 

Move LEFT to push 
the mirror into the 
path of the ray and 
then immediately 
move LEFT to take 
cover. 


NEXT MONTH! 

• FUTURE WARS: The Final Frontier! 

• Hair-Raising Help For GHOULS N' 
GHOSTS! 

• Colour-Coordinate With RAINBOW 
ISLANDS 


p.s. 

Have you any maps, tips, cheats, gameplay 
quirks or even better still complete solutionsfor 
ST, Amiga or PC games both old and new? You 
have! Then send them to TIPS, The One, Priory 
Court, 30-32 Farringdon Lane, LONDON EC1R 
3AU. As of next month, there’s a host of rewards 
up for grabs (including T-Shirts and software) 
for anyone who impresses us enough. 




























CHASE HQ 


(Ocean) 

Ocean's Jon O’Brien takes the wheel... 


THE LEVEL MAPS 


LEVEL ONE 


LEVEL TWO 


SIAPJ 


► The forks in the road are one of Chase’s most 
important aspects, and as such it’s vital that you 
master the lane changes. An arrow appears a few 
seconds beforehand to give you time to get into the 
lane of your choice, then after that it’s up to you. The 
arrow points to the road that leads you to the criminal’s 
car in the quickest time, so novices are best advised to 
take this route. The experienced player, however, may 
like to take the other route, as while it takes a little 
longer, it offers a substantial points bonus. 


► 20 hit ‘units’ are required to total a criminal’s car - a 
hit to the rear of the car scores a single unit, and with 
quick, repeated hits it’s possible to knock out each car 
using this method. However, a much quicker way is to 
hit the side of the car scoring TWO hits (you can’t get 
ahead or level with the criminal, but you can get close 
enough to nick the rearside corner). To do this, you 
need to activate the turbo as close as possible to the 
crook’s car - with a bit of luck you get a good three hits 
within your five seconds of boost. 


► Hitting civilian cars obviously slows you down, but 
not always by the same amount. How much you slow 
down on collision depends on the difference in speed 
between the two cars - if both are belting along at 
speed, you only really get a nudge and don’t slow down 
too much. But if you go smashing into a car that’s only 
crawling along (as some are prone to do), you can 
expect to come to a near stand-still. 


► Hills in the road can be a problem - they send you 
flying into the air for a second or so, which is all very 
nice but not particularly helpful. The reason being, it’s 
impossible to steer while in the air, so you may be out of 
position for any approaching corners when you land. 
Unfortunately there’s noavoiding them sothebestyou 
can do is get onto the correct side of the road when you 
see a hill coming up to prepare for what lies ahead. 


IN GENERAL 

• |fyou needtoslowdowninahurry say to negotiate 
a corner or avoid a car don t mess about with the 
brake. Just drop down into low gear for the quickest 
results. 

• At the end of a level, every second remaining on the 
clock is converted into 5000 points. BUT! If you run out 
of time and continue using a credit, all scores, bonuses 
and otherwise from then on are only worth a tenth of 
their original value, ie: each second is only worth 500 
points and so on. 



































































Tower of Babel is an intricate 3D strategy game 
involving an interconnecting network of towers, 
platforms and lifts all rendered in solid 3D with 
innovative light and shading techniques. Take control 
of robot spiders and program them to solve problems 
and puzzles and interact with other creatures, such 
as Pushers, Zappers and Grabbers. Alternatively, real 1 
time control is available to you at any time for 
instantaneous reaction to the game’s developments. 
For the more adventurous among you, there is a 
complete game designer, allowing the construction of 
your own series of towers, platforms and lifts. 
Attempt to fox your friends with your own fiendishly 
difficult creations. More than just a game, more than 
just a puzzle - Tower of Babel is a whole new concept 
in strategy gaming. 

AVAILABLE FOR; ST&AMIGA 

V Unit 1, Hampton Road Industrial Estate, Tetbury, Glos. • 
GL8 8LD. Tel: 0666 504326/504412 
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"However, my end is near and I have 
decided to bequeath my millions to 
each of you sitting at the table." 


^Vommunication with the other 11 characters is the 
wkey - each has a different personality, from the 
dizzy French maid and ominous butler, to the 
Colonel’s sneaky attorney and his scheming relatives 
who can’t wait for the old man to pop his clogs so they 
can get their share of the loot. A different line of 
questioning is required for each one if you intend to get 
much out of them, and watching the way they interact 
is also useful practice. 

Even though she’s the hero of this interactive story, 
tLaura isn t invincible - quite the opposite in fact, as 
one wrong move can send her to her doom. Fragile 
woodwork threatens to give way under her, a 
crocodile roams the grounds waiting for her to step 
too close to the edge, and of course there’s a killer (or 
killers) on the prowl, who don’t appreciate you sticking 
your nose in where it doesn’t belong... 


Sierra's latest adventure 
gives you the chance to 
follow in the footsteps of 
the world's great sleuths* 
The elementary Gary 
Whitta takes a look under 
the magnifying glass* 

ISH fevertherewasa perfect scenario 

I foramurdermysterystory.thisisit. 

I Set in the USA in the 1920s, Sierra’s 

I latest adventure casts you as 
UIHHi young university student Laura 
Bow, a sort of junior Miss Marple 
who in the best tradition of Agatha Christie 
mysteries, never goes looking for trouble - it just 
seems to find her. 

When Laura's college friend Lillian offers her a 
weekend's holiday at her rich Uncle's deep south 
home, where there's to be a ‘family get-together', 
Laura jumps at the opportunity. But when they 
arrive, everything is not quite what it seems. 
Lillian's Uncle, the ageing and eccentric Colonel 
Henri Dijon, has been a miser all his life, but now 
he's on his last legs, he has summoned his family 
and friends together to explain his last wishes. 

The mad miser’s many millions are to be 
distributed equally between everyone - BUT if 
any of the beneficiaries die before the Colonel 
does, their share of the loot is distributed evenly 
between the rest. What this amounts to is 
incitement to murder, as it means the more 
people who die before the crackpot Colonel, the 
more cash there is for the survivors. With this in 
mind, the guests begin to eye each other 
suspiciously before retiring to their rooms for the 
night - perhaps never to wake up... 


isty Acres Plantation House is a huge place, and as testimony to the Colonel’s miserly ways, it’s coming 
at the seams and is sparsely decorated. But that said, there’s more to this place than rickety bannisters and 
ins. There are secret passages and spyholes 

am 

A fftfn-like opening sequence accompanies the 

,:a ~ —— “- £ " “-tery ahead. 

, you settle 
;, and the Colonel reads 
his’madcap will - from now on things can only go 
downhill... 





















































Enter input 
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alt the characters, refusing to take any interest in 
ling - except his leggy maid, Fifi. And does he 
my need that wheelchair? The Colonel’s private 
elevator could hold the answer - if only you could get 
into it without him stopping you. 


/%iues come thick and fast, but they only prove of any 
WUS0 if you know how to interpret them - a 
ndkerchief on the landing, the Colonel’s cane in one 
of me secret passages, and, more mysteriously, a 
red-hot poker resting on the floor! Show whatever you 
find to ail the guests to try to prompt some response. 


happen - and it has. The first of many 
. frs. We know why it happened, but how, when - 
and by whom? As the game progresses (it’s split up 
intoHight acts, each an hour long), more and more of 
the guests get popped off. Is this the work of one killer, 
or is everybody simply killing each other off, with the 
survivor taking the Colonel’s jackpot? That’sfor you to 
find out... 


. f Whodunnit buffs are in for a 

treat with The Colonel's 
A I ij Uk Bequest - with an intricate 
^ p * ot/ connmn S characters 

K| and a house full of secret 
passages and hidden 
depths, there’s always something to explore, 
or some puzzle to solve* It’s important at first 
to spend time just watching the movements 
of the characters, seeing how they behave 
and so on* As you progress into the night, 
and more people get bumpedoff, the more 
the plot thickens. It’s not one of Sierra’s 
easiest games - in fact the general standard 
of puzzles is much tougher than those found 
in, say, the Police Quest or Leisure Suit Larry 
games* Also, the atmosphere generated, 
while suitably spooky (especially with a 
custom sound board attached), seems 
unpleasantly claustrophobic* Location-wise 
it’s really not much smaller than Sierra’s past 
works, but since all travelling around the 
island is done on foot (as opposed to driving 
round the city in Police Quest, flying around 
the world in Leisure Suit Larry, or around the 
galaxy in Space Quest), the game environment 
seems smaller than it really is* This type of 
mystery game has only been done well before 
by Infocom (in fact this is very similar to one 
of the company’s first, Deadl ine) as creating a 
whodunnit scenario that actually holds 
together is no easy task* Nevertheless Sierra 
has pulled off a reasonable attempt, with 
intelligent characters and a plot intricate 
enough to go the distance - the only 
problem is, while these points are major 
plusses for seasoned sleuths, the novice is 
likely to get bogged down. 


PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 

OVERALL 


£24*95 
Out Now 
80% 
82% 
79% 
82% 

80 % 


There are no plans at the 
moment for a Commodore 
conversion, but most of 
Sierra’s stuff has made it 
onto the Amiga in the past, 
so there’s a good chance of 
seeing something in the latter half of the 
year* 


Again, no immediate plans 
as yet, but it’s early days, so 
there’s a possibility of a 
conversion in late 1990* 
Keep ’em peeled*** 


el's Be 


%#ou aren’t limited to the confines of the Plantation 
a House in your investigations. The whole place is set 
on a lafge island, and its many outhouses, which for 
the most part are just as derelict as the house itself, 
may also hold vital clues. A map provided with the 
package shows where everything is located, but 
finding the places is only the beginning. Check out 
Blaze, the Colonel’s old horse in the stables. And what 
about the boat in the old Carriage house, and the eerie 
Chapel? And then there’s the Cemetery, with its two 
huge tombs - one of which is empty, while the other 
remains mysteriously sealed... 
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featuring Flash Gordon and his friends in an epic battle 
against the evil forces of Ming The Merciless 

AVAILABLE FOR: C64, AMSTRAD CPC 

AMIGA, ATARI ST SPECTRUM 48/128K King Features Syndicate Inc" All Rights Reserved. 


13 North Park Road, Harrogate HG15PD Sales: (0322)92518 
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L ook closely at the rubble near the centre of the 
screen - see that little white bit? EXAMINEthat(you 
have to be spot on with the mouse) to get a box of fuses. 
Move down and EXAMINE the mound of rubble to find 
a Manhole cover. OPERATE that to open it and follow 
the ladder down... 


A fter beaming out of the year 1304, with your first 
nission completed, you find yourself in even less 
familiar surroundings. How about Paris, 4315 AD? Or 
rather, what’s left of it - the atomic wars haven’t done 
much for the landscape of the place. Check out the 
area in the bottom-right hand corner of the screen (just 
to the right of the large monolith) by EXAMINE-ing the 
rubble to find a Blowtorch. Exit to the right. 


FUTURE WARS: TIME 
TRAVELLERS 

(Palace/Delphine) 

P aul Presley ventures once more through 
space and time to bring you the second part 
of the on-going solution ... 



D on’t be put off by the maze-like appearance of the 
sewer - you don’t need to go off exploring. Just 
follow the footpath round to the right... 



_T ipS 

O n this screen, USE the tap (the little dangly thing hanging down from the main pipe) with the Blowtorch to fill it 
with gas. Keep following the sewer round... 


T 'o arrive here, where a ravenous sludge monster is 
attacking this unfortunate woman and her 
daughter. You have to be very precise about this next 
maneouvre. Slowly work your way across the screen, 
and USE the blowtorch on the monster. Not close 
enough? Inch in a little further (but not too close or you 
die) and try again. Eventually the monster gets 
scorched and retreats into the slime. Listen to what the 
girl has to say, then make your way up the ladder to the 
surface. 

A t first there seems to be no way of opening this door 
no switches, buttons or handles. But look at the 
video camera directly above the frame. USE your lance 
on the camera and... The door opens. You don’t need 
to be told what to do next. 

I nside the terminus, the first thing you should do is 
EXAMINE the machine in the bottom-left corner to 
find a coin. OPERATE the coin collector and USE the 
coin in the coin slot. However, it doesn’t work, so 
EXAMINE the machine, get the coin back and try again. 
This time you are rewarded with a newspaper. TAKE it 
and then wait on the platform for the next train. 


G et off the train when it arrives here. At first it’s 
impossible to go anywhere - a burly security 
guard blocks your way out of the station, and won’t let 
you through as you haven’t got a ticket. So, take the 
steps downward instead. 


























































pt Viola! Repairing the fusebox has caused a 
^free-floating Hoiovision TV to appear, and the 
guard has wandered off to watch it. You still have to be 
careful about when to leave though - the girl on the 
ticket desk has her beady eye on you. Wait for her to 
occupy herself (after a while she picks up the phone, or 
polishes her nails) and then exit via the ‘up’ escalator. 


T he escalator takes you up to a waiting passenger 
airliner. Take your seats, strap yourself in and enjoy 
the ride... 

A s if from nowhere, halfway through the flight, a 
Crughon spaceship appears (shock horror!). 
There’s not a lot you can do here, apart from sit back 
and watch, as it’s not wise to tangle with an armed 
Crughon boarding party... 





O bviously that gas capsule was a tad more powerful 
than Anadin Extra. But before you get a chance to 
investigate the situation further, the ship is captured 
by Earthfleet, who have sent in the troops after the 
airliner was hijacked! Again, the situation is a little out 
of your hands here - just sit back and enjoy the show... 


H aving been knocked out by the Crughons, you 
awake to find yourself in a tiny cell aboard the 
Crughon ship. Get on your feet, walk round tothesmall 
airduct on the far wall and USE the key with the vent to 
open the covering. USE the gas capsule (which you 
picked up when you rescued Lo’Ann, remember?) on 
the airduct and QUICKLY USE the newspaper on the 
duct to cover it up and prevent any fumes getting back 
in. The door opens, leaving you free to exit... 


SHUT - UP* CRUGHON! Vou ll speak 
yhen you're asked to!! Carry 
orUCaptain, 


A fter the Crughon ship arrives in tow at Paris, you are 
taken prisoner by the government and brought up in 
court accused of being a Crughon spy! With such 
damning evidence against you, there’s not a lot you 
can do to defend yourself. And so... 

■t all comes down to this. Blindfold in front of a 
■ ■■hiring squad. What will happen? Who can save 
you? Find out in next month’s thrilling conclusion... 


































































Amiga screenshots 


Available now for your 
ST, AMIGA and PC 
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At the prompt, type 
in the number of 
seasons over which 
you wish to race, do 
this by tapping out 
numbers on the on¬ 
screen keyboard 
with your mouse. 


You might want to 
increase your chances of 
buying that horse you 
cannot yet afford by bet¬ 
ting on horses entered 
for the forthcoming race. 
You can place bets ‘on 
the nose’ or ‘each way’ — 
don’t forget to study 
their form closely, in this 
simulation the in-form 
horses really do perform 
better! 


When you are ready, select 
the icon which lets you buy 
a horse to add to your 
Stable. On screen you will 
be presented with a form 
guide to all of the horses 
which are offered for sale, 
and of course their price. 
Check you have enough 
cash to buy the horse(s) 
you wish to add to your 
Stable and when you have 
made your selections 
again, tap out the number 
of each horse on the on¬ 
screen keyboard with your 
mouse. 


FOR C s Com 


lore 


“Seagram Grand National ’90” — is the official and endorsed^ deo gam 
Take a few minutes to read this message and find out why*Seagram 
is the first true simulation of both the action and the strategy equirec 
in the sporting calendar. 

“Seagram Grand National 9 90” is an entirely mouse driven ad compl 
minimum of reference to printed instructions and prompt* your nea 
messages through its help window. When you have complied your 
made all of the selections you wish to make it is off to thtrace wh< 
perform with an authenticity and realism the like of which as never 

and they’re off!” with Digitally s 

14 

‘Winner’s Enclosure’. 

Once here you have 
cracked it - just wait 
to receive your prize 
money before retiring 
to plan next year’s 
race. 


SCREENSHOTS 

COMMODORE 

AMIGA 


Don’t forget before you race you 
must select a horse to ride. When 
you are ready select the icon that 
lets you view the horses in your 
Stable. Study their form, think 
about riding an out of form horse. 
If you ride him well and he finishes 
in the frame, his form is almost 
bound to improve next season, this 
way you will have better horses in 
your Stable for other Jockeys and 
they are likely to finish nearer the 
front. Every horse in your Stable 
who runs in the race could, if 
successful, win prize money, prize 
money you can use to buy even 
better horses next year. 


If you have made a 
selection you want to 
change and haven’t yet 
started the race, don’t 
worry, just select the 
appropriate icon and 
enter the changes you 
want to make through 
the on-screen key¬ 
board with your 
mouse. 


Enter the race. The 
race screen is full of 
information vital to 
successful navigation 
of the “Aintree” course. 


t>rerhead Vie 
dus displays a 
»€ Aintree 

ion of eac 
ly marked 
leaders anc 
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nd to wa 
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ion. Study 
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game simulation of the world’s greatest steeplechase, 
ram Grand National 9 90” for all Commodore Amiga’s 
uired to become the winner of this major annual event 


ompletely user friendly video game. It requires the very 
tr next response at every stage with clear and concise 
our view of the vast array of pre-race information and 
where you will find opposing runners and riders will 
ever been seen in a racing simulation before. 

sampled Race Commentary 

13 — 19 


Grand National 

The Results Are 


—«cky Vane 

3-1 

of Milan 

60-1 

'ossified 

12-1 

Talon 

33 1 

* oer Of Non Runners 

* -oer Of Fallers 2 

9 


‘Results’. A real human 
voice conveys the 
names of the first four 
finishers above 

applause of the crowd, 
upon the completion of 
the race. Wait a little 
longer and you can 
view the position of the 
finishers, falters and 
see the non-runners. 


The Stewards Have Decided 
The Winner Is Grand Oaan 


'Photofinish* — get 
I within half-a-length of 
another horse as you 
pass the post and you 
may well find the Ste- 
I wards refer to a photo¬ 
graph before announc¬ 
ing the result. 


‘Energy’. Every runner in the 
Grand National can have a diffe¬ 
rent form. If your form is good, 
the bookies will probably recog¬ 
nise this in your odds. When in 
good form and on preferred 
going, the energy of every runner 
will be depleted less quickly than 
those in poor form and on un¬ 
favourable conditions. The con¬ 
verse is true of the rate at which 
energy recovers when cantering. 
Only a good result — top 10 or so 
finishers — will result in improved 
form, less well placed and your 
form will not improve; don’t finish 
and take the consequences. 


ad View Course’ — 
ys a plan view of 
course, the 
of each fence is 
narked and both 
> and your posi- 
updated every 
to warn you of 
fences and 
i of your current 
Study this care- 
i you will learn how 
ad your effort 
the race to 
i steady progress to 
t and ultimate vie- 


! you < 


‘Profile View’ — you and your 
mount are isolated here so that 
you can decide precisely when 
to jump to optimise your effort. 
Much too early or much too 
late and you will crash into the 
fence with disastrous results — 
once unseated you are prog¬ 
ressed to the results sequence. 
A little too early or a little too 
late and you will scrape the 
fence, losing momentum, 
seconds and valuable places. 
The number of the next fence is 
also clearly visible here. 


‘Overhead View — Track’ — 
this is where you see your 
race craft in action. Steer 
your horse left and right to 
pass slowing mounts 
ahead, or manoeuvre to 
block the gap a chasing 
horse has spotted and will 
use to gallop past you. Be 
careful, if you impede one 
opponent severely, there 
may well be a Stewards 
enquiry before the result is 
announced, if unfavour¬ 
able your efforts will have 
been wasted. 


'Speed’. It is vital you keep a keen eye 
on this throughout all 11 exhausting 
minutes of the race. When in the 
lowest quarter of the meter you are 
only trotting, too slow to jump the 
fences, however your energy is rapidly 
replenished. In the second quarter you 
are cantering, you can jump the fences, 
but you are running slower than aver¬ 
age and are unlikely to finish in the 
frame. Here your energy is replenished 
only slowly. In the third quarter you are 
at a good gallop. You are certainly 
catching all but the best, and could 
well finish in the frame, but it still is 
not enough to get you to the winner's 
enclosure. Your energy is certainly 
being depleted at this speed. At the top 
quarter you’re at a fast gallop. You can 
pass any other horse at this speed, but 
be careful how you do this, your energy 
is depleting rapidly. 
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Kati Hamza has a barrel of 
fun with Rainbow Arts' 
latest shoot ’em up* 


T ank warfare's the name and 
elimination sthegame. Converted 
from the Archimedes original, 
Conqueror features a World War 
II backdrop and boasts three 
different types of game: arcade, attrition and 
strategy - and all that boils down to is a selection 
of armoured vehicles scouring the land with the 
single-minded objective of blowing each other 
up! 


This j&where the poor decision-makers get stuck... 

1 Pic.jp your nationality (German, Russian or 
ArHKan), the nationality of your opponents, the type 
of gPrne and controls. In auto strategy, the computer 
directs the overall movement of your allocation of 
tanks, allowing beginners to get the hang of basic 
movement controls. 


Vour gunner- has seen Panzer in 


Tte arcade game may be easy to get the hang of but 
■ tti difficult to win at first. Your solo armoured 


vehicle is attacked by waves of enemy tanks to get 
IflHHkfore they get you, speed and accurate 
shooting is of the essence. Survive long enough and 
the top brass at HQ send you upgrades and better 
tanks. 
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ngle life is just too lonely, try intermediate 
it puts you in charge of five different tanks, 
objective to manoeuvre them efficiently 
to wipe out the enemy. As you only have 
manual control of one tank at a time, destinations for 
the other vehicles are determined using the map. 
Should any of them engage in combat a message 
flashes up on screen. 


e 





itrategy mode your budget allocation determines 
If many tanks, up to a maximum of 16, you can buy. 
^^^rule, the more expensive tanks are the most 
‘nt. but you can't afford anything but the most 
basic model at first. There are two ways to win: by 
wiping out the enemy or gaining outright control of an 
objective (a circled area on the map) for about 60 
consecutive seconds. 




ngjmk positions are shown in colour-coded dot-form 
lot! the aerial map. Enemy tanks are magenta, the 
JHHurrently under your control is blue and all other 
^HiPPtanks are yellow. From here you can keep a 
track of enemy movement, switch direct control from 
tanktotankand alter individual vehicles’destinations. 
In the strategy game, enemy tanks aren’t visible on the 
map until one of your units gets near enough. 


Whe trickiest aspect of combat is directing the turret 
I and moving the tank at the same time. The angle at 
wrcljn a bullet hits the enemy determines how much 
damage is done so the gun barrel needs to be elevated 
and the turret swivelled accurately for maximum 
effect. If you find all thattoo complicated the computer 
will take control of the turret or the driving. 
Alternatively, you can take advantage of the control 
variations and get a friend to be your gunner. 


CONQUEROR 



Panzer III Knocked Out 



-11Z1 







11 21 



Tanks are unique to modern warfare. They didn’t start coming into 
^ PSnti widespread use until the outbreak of the First World War, though the first 
*T$JUEI > ^42^x31 recorded British design of an armoured vehicle goes back to 1855. It featured 
' ~«1 an armoured steam-traction engine, equipped not only with guns but scythes 

"*■dt ^ or chopping down the enemy as well. Along with several other tank designs, 
. including one based on a leading car pulling several armoured wagons like a 

railway engine, it was rejected by the Government. 

Hs|iM(W«v iwnimMmSsBt When the pressure of the outbreak of war forced the army to reassess the 
saBBr RssocmMW, va | ue 0 f arm0 ured vehicles, that’s still exactly what they were - protected, 

high-powered touring cars. At first they were used primarily for hit-and-run purposes; only when battle-lines 
were more firmly established and hit-and-run tactics became virtually useless was their purpose reassessed. 

By 1915, the main debate concentrated on whether wheels or caterpillar tracks were more successful. 
Though tracks seemed most suitable, the only types currently available were used on commercial American 
farm vehicles and could only cope with the weight of pigs and manure - not tanks. It was only when Walter 
Tritton, along with Lieutenant Walter Wilson (who are generally referred to as the fathers of the modern tank) 
developed an entirely new track intended to go right round the hull for extra versatility, that tank design really 
started to take off. 

As the war progressed, the strategic value of tanks slowly came to light. Originally, most generals thought 
their main value was to break stalemates by crossing the trenches and pulling down the barbed wire. After 
that, they were considered more or less disposable. Only later did the strategic potential of commanding a 
mechanical war machine become clear. Modern tanks have far exceeded the military expectations of a 
century ago, and can be put to a wide variety of uses including missile carrying, bridge-laying, 
reconnaissance and vehicle recovery. 


HE STOOPS TO CONQUER 


CONQUEROR 


'JUN&iUSRQR _ 

Panzer III has seen T34/76 


Tjlte radar at the top of the screen depicts enemies in 
yR|immediate vicinity. How quickly you get to them 
is determined by the quality of terrain: roads are the 
MMIto travel over, rivers seriously impede 
progress and whether you travel up or downhill 
obviously affects the angle of your shots. 


It won t come as an apocalyptic surprise to find that 
Jonathan Griffiths, the man behind the Amiga, ST 
and original Archimedes versions of Conqueror, is 
something of a tank buff: “I’ve got various books on 
Second World War tanks and often play tank games 
with a few friends. In fact, I think one of the main 
advantages that Conqueror has over standard 
table-top wargames is that the computer does all 
the boring calculation work for you. It’s much more 
accurate than a human player would ever be and it’s 
a lot faster - that way you can have a realistic game 
and not get fed up'” 

All the tank specifications and designs used in 
Conqueror are based on authentic Second World 
War tanks and technically correct to the last 
millimetre. Only firing distances have had to be 
portrayed on a different scale because real firing 
distances are measured in terms of thousands of 
yards - something you couldn’t portray on a 
monitor screen: “I’d call it a very accurate 
simulation.” 

In the past Jonathan has worked on early 
Acornsoft titles such as Snapper and Rocket Raid 
as well as the filing system for the Domesday Video 
disk. At the moment he’s trying to find a publisher for 
his next project, a sequel to Conqueror based on a 
number of real World War II campaigns, and 
encompassing a separate campaign designer. 


^%q||nueror programmer Jonathan Griffiths poses 
L nM two sources of inspiration... Virus program¬ 
mer David Braben, who pioneered the landscape 
technique used here. The tanks are (left) a Tiger Mkl 
(which, with its 88mm gun, was the most feared tank of 
WWII) and a Panther (which was arguably the best tank 
of WWII). 


TANKS FOR THE MEMORY 


REVIE W 



B attle-zones often encompass settlements. It’s up 
to you whether you use them for target practice or 
not. Shoot at certain trees, though, and the animation 
tugs at your heart strings - flocks of little homeless 
birds fly out. 




Conqueror may look like a 
land-lubber’s version of 
Virus but the differences are 
significant. Whereas Virus’s 
strength lies in its impres¬ 
sive visuals rather than 
deep gameplay, Conqueror’s three game 
types provide plenty of challenge but it’s the 
graphical presentation that isn’t always up to 
scratch. Obviously a ground-based simula¬ 
tion can’t be expected to emulate the 
exhilaration of discovering new landscapes 
from the air, but in this case the terrain itself 
is much less varied. When you’ve see one 
square, you’ve virtually seen them all. It’s no 
help that the map doesn’t wrap around - 
when you reach the edge of the battle area 
you just get stuck. Technically, there are 
problems with working the turret. At certain 
angles it’s hard to distinguish properly, 
which spells certain death when under 
attack. On the whole though, the gameplay 
more than compensates for these chinks in 
Conqueror’s armour. The three types of 
mission are absorbing and draw on genuinely 
different types of skill. As computer 
controlled opponents have three different 
overall tactics and a degree of artificial 
intelligence, the strategy sections should 
work out differently every time. Tank 
simulation purists might wrinkle their noses, 
but everyone else is in for plenty of 
sophisticated fun. 


PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 

OVERALL 


19*95 
Early March 
79% 
77% 
81% 
82% 

80 % 



Twisting your turret and 
holding your gun barrel on 
the Amiga is to all intent 
and purposes identical to 
the ST. It’s also coming out 
at the same time, but at the 
higher price tag of £24.95. 


Scheduled for release at 
around the same time as the 
IJ other two, this version - 

||| iT programmed by Chris 
Sawyer who also worked on 
PC Virus - will run in CGA, 
EGA and VGA. The only major difference 
involves the use of mouse or joystick: you 
won’t need either as everything is accessable 
via keys. 





























Cinemaware presents a special Double Bill for Amiga Users featuring IT CAME FROM THE DESERT and 
TV SPORTS BASKETBALL. 

Experience bugs the size of Buicks. Feel the desert wind chap your parched lips. Be consumed by your 
worst nightmare. Witness science fiction become fact as the unimaginable become real .... in 
IT CAME FROM THE DESERT. 

Lace up your hightops and get psyched for a fast breaking,in-your-face, full court, 5-on-5 
pro basketball simulation that looks exactly like a network broadcast. TV SPORTS 
BASKETBALL is truly the Phi Slamma Jamma of Basketball simulations. 

IT CAME FROM THE DESERT is now playing for the Commodore Amiga (I MEG 
only) priced at £29.99. TV SPORTS BASKETBALL is a coming attraction also 
priced at £29.99. 

Cinemaware's TV Sports Football and Lords of the Rising Sun are 

already available for the 
Commodore Amiga. 


Irwin House, 118 Southwark Street 
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A top quality sound sampling 
system at a realistic price. 

100% machine code software for 
realtime functions. 

HiRes sample editing. 

Realtime frequency display. 

^ Realtime level meters. 


PRO SAMPLER STUDIO 


Variable sample rate & playback 
speed. 

¥ Separate scroll line waveform 

windows & zoom function with Edit 
windows for fine accurate editing. 

¥ 3D shot of sound waveform. Wave 
editor to design your own 
waveforms or adjust existing ones. 

^ Microphone & line input. 

¥ Software files can be used within 
other music utilities. 


¥ 

¥ 


W Adjustable manual/automatic 

record trig level. i ..li.rWJTPUPP music ■.;>^IWVl! 1:: * p_ n nn 

ONLY £69.99 please state asoo/i 000/2000 or st version £59.99 


Amiga version comes complete 
with "JAMMER" software for 
playback/sequencing of your 
recorded samples. 

Lots of useful features. 

ST version has MIDI playback 
option. Play recorded samples via 
external MIDI keyboard. 

Complete Hardware/Software 
package. 


¥ 

¥ 


The correct time/date every time 
you switch on your ST. 

Works with most GEM type 
applications. 

Battery backed Clock/Calender 
cartridge. 

On board Lithium battery for extra 
long life. 

Displays in 12 or 24 Hr. format. 

Comes complete with set-up disk & 
alarm clock utility. 


ST TIMEKEEPER 


m 

VIDEO 


DIGITISER 




ONLY £29.99 


W 256 x 256 display with 16 grey 
levels. 

¥|r Realtime frame grab l/50th 
v second. 

1¥ Takes standard composite Video 
” input from camera or Video 
recorder. 

¥ Screen update 1 frame per second, 
single, continuous or buffered 
display. 

Sir Load, Save facilities including IFF 
_ Save. 

Edit picture, cut, copy, paste and 
undo. 

¥J Special effects, reverse, negative, 

V mirror, compress, etc. 

Increase the width of the display 

V to 320 x 256 automatically or 
manually. 

¥ Plugs into the parallel port of your 
W Amiga 1000/500/2000. 

¥ Comes complete with its own 
” power pack. 

ONLY £89.99 


- • 'jfpt *« ’a ■ / c 

<' •« 'V* ' •> : A '''■ ^ v - :'fv' 

" 512K MEMORY | 

EXPANSION 


S Now with this superb 512K expansion unit you can simply plug in more 

Y memory. Bring your Amiga up to IMeg Ram in seconds!! 

Featuring the latest 1 Meg fast Ram chips. 

¥ Comes complete with dissable switch (not offered by some others, including 

Y A501 unit). 

¥ Available with/without clock/calendar feature. Clock version has high 
W capacity NiCad battery - never needs replacing. 

^ Low chip count means extra low consumption. 

^ High grade PCB with quality connector. 

^ Buy direct from the manufacturer and save! 

¥ Simply plugs into internal Ram extension slot - no knowledge at all required. 

ONLY £69.99 COMPLETE 

ONLY £84.99 FOR VERSION WITH CLOCK/CALENDAR COMPLETE 


NEW! ?i»0-€EpLOCk 


AT LAST - A TOP 
QUALITY, FULL 
FEATURE GENLOCK 
INTERFACE FOR 
THE AMIGA AT A 
REALISTIC PRICE. 

¥ Genlock is the latest “buzzword” on the Amiga - it’s a device that allows you to 
■ mix computer text/graphics with live video pictures from either a camera or 
VCR. “Desk Top Video” as it’s become is probably the fastest growing 
productivity application for the Amiga. 

M Plugs into RGB port of A500/1000/2000. Provides composite video output to 
Y monitor/VCR/suitable TV etc. 

W Switch selectable to view video input/overlay graphic or both (combined 

signal). 5:-' j? *’: 

¥ Unique fader control allows overlay to fade in or out. Perfect for video titling, 
” captions or your own animation productions. 

^ This is a complete hardware solution - no software to load. 

ONLY £89.99 COMPLETE 





AMIGA 

ONLY 

ADD 



^ MIL 

ONI 

MIDI 

ONL 



¥ 

¥ 

¥ 

¥ 

¥ 


Re] 

full 

To] 

Ful 

Eas 

req 

Wh 

rep 


qus 

ONI 



M Fit 
T sol< 


whi 


ONI 



Why 

spn 

exam) 


mo 


R 

APF 


ACE 5 















































































I 





V Slimline extra low profile unit - 
only 6" long! 

^ Top quality drive mechanism. Fully 
compatible. 

V Throughport allows daisy-chaining 
“ other drives (Amiga only). 

^ A superbly styled case finished in 
computer colours. 

^ 1 meg unformatted capacity. 

^ Good length cable for positioning 
on your desk etc. 

Z.y a twin DISK DRr 

ADD £5 FOR COURIER DELIVERY IF REQUIRED 


AMIGA VERSION SINGLE 
DRIVE 

ONLY £74.99 

ST VERSION 

ONLY £89.99 with 

FREE OCP ART STUDIO 


V A simple low price MIDI Interface 

V for the A500. 

All the features found on more 
expensive units. Fully compatible. 
M MIDI In - MIDI Out - MIDI Thru. 


V High quality direct replacement for 
mouse on ST/Amiga. 

^ Teflon glides for smoother movement. 
Rubber coated ball for minimum slip. 

V Optical system counting - 500/mm. 


MIDI CABLE - 3 Metre Length 

ONLY £6.99 


SPECIAL OFFER ■ FREE MOUSE 
MAT + MOUSE HOUSE 
(WORTH £7.99). 


COMPLETE (STATE ST OR AMIGA) 


_ 


A powerful partner for Desk Top 
Publishing. 

Powerful software allows for cut ft 
paste editing of images etc. 

Save images in suitable format for 
most leading packages including 
DEGAS. NEOCHROME, FLEET- 
STREET. DELUXE PAINT, PHOTON 
PAINT, etc. 

Unmatched range of edit/capture 
facilities not offered by other scanners 
at this price 


An easy to handle Handy Scanner 
featuring 105 mm scanning width ft 
400 dpi resolution enables you to 
reproduce graphics ft text on your 
computer screen. 

Adjustable switches for brightness 
ft contrast. 

Printout for Epson compatibles. 

With Geniscan you have the ability 
to easily scan images, text ft 
graphics into the ST/AMIGA. 


Replace internal 500K drive with a 
full 1 meg unit. 

Top quality drive unit. 

Full fitting instructions. 

Easily fitted, no special skills 
required. 

When considering a drive 
replacement remember that 
quality is most important. 


Plugs straight into your computer. 

Y All the features of the best selling 
~ Quickshot II plus; 

▼ Microswitch action for even longer 
life. 

V Extra rugged construction. Superb 
” styling. 

ONLY £9.99 COMPLETE 


— - "I 


HOW TO ORDER 


FAX 

0782 744292 


BY PHONE 

0782 744707 

24hr Credit 
Card Line 


UK ORDERS POST FREE 
EUROPE ADD £1 
OVERSEAS ADD £3 


Send cheques/POs made 
payable to 
"Datel Electronics" 


PRICES AND SPECIFICATIONS CORRECT AT TIME OF PRESS 
AND SUBJECT TO CHANGE WITHOUT NOTICE 


CALLERS WELCOME - Please reserve goods by telephone prior to visit. 


V 512K of FASTRAM to bring your 
f 520 STFM up to a full 1040K!! 

W Fitting is a straightforward 
T soldering job - achieved by anyone 
who has a little experience. 

0NLY> £79.99 


V Available with/without calendar/ 

^ clock option. 

V Simply plugs internally into A500 
■ slot. : 

^ Switch in/out with switch supplied. 
^ Fitted in minutes - no soldering etc. 

V Accepts 41256 DRams (zero K 
T RAM fitted). 

S Battery backed to retain time/date. 

NLY £19.99 
ONLY £34.99 FOR VERSION 

WITH CLOCK/CALENDAR 

NB THESE PRICES DO NOT INCLUDE 
RAM CHIPS. 




DATEL ELECTRONICS LTD., FENTON INDUSTRIAL ESTATE 
GOVAN ROAD, FENTON, STOKE-ON-TRENT, ENGLAND. 


SALES ONLY 
0782 744707 


EXTERNAL 3.5" DISK DRIVE 


GENISCAN GS4500 ST/AMIGA 


1MEG INTERNAL 
DRIVE UPGRADE 


QUICKSHOT TURBO 


1 MEG RAM 
UPGRADE KIT 


512K RAM 
EXTENSION 
CARD 


UP TO 

£1000 
CREDIT 
NO DEPOSIT 







































































Water carry on! Kati 
Hamza's pipe-laying 
expertise comes to the 
fore with Empire’s manic 
romp* 

P ipe Mania is the plumber's 
ultimate nishtmare: water, water 
everywhere, miles and miles of 
pipe to lay and not a single 
stop-cock in sight. All you have to 
hand to stem the flow are a few pieces pf ill-fitting 
pipe - and if the aqua hasn't got enough sections 
to flow through before the time limit expires, 
you’re out of a job. 

You're in this way above your head, so water 
you going to do about it? Will you pour oil on 
troubled waters or just drown your sorrows and 
your chances in Adam's ale and fisherman's 
daughter? 


sword system takes you straight to the 
s, where obstacles like fire hydrants, 
holes conspire to make an honest 

__life miserable. If you don’t plan around 

them your marvellous pipe system turns into a 
cul-de-sac. 

R ound here the water starts flowing pretty fast so 
unless you want to join your fishy friends, it pays to 
make use of the reservoirs - you gain a vital few extra 
seconds to organise your toolbox while they fill up. 


.theory’s easy. Tht pipe components can be laid 
here on screen, but you have to place them in 
r they come - all you need to do is work out 
jMit together best. To win, a specified number 
of sections per level need to be connected before your 
time runs out: the hard bit is getting it right. You can 
only see four pieces ahead. There is some hope for the 
slow-witted though... if you don’t like a piece simply 
drop another one on top. Just remember when the 
water’s flowing that it takes longer to replace than to 
place a new piece. 


time runs out (the bar to the far right) the water 
.rs back in - faster as the levels get tougher, 
jstill time to get in a bit of emergency plumbing 
8 re’s nowhere for the water to go, that’s your 


but! 


|t take a degree in physics to tel I you that given 
ice between a right-angled turn and flowing 
stri|jjp ahead, the straight line wins every time. 
Whenever you pick a cross-section it’s important to 
remember the water will just pour straight through. So 
why use one? To twist lots of piping in a small space, 
that’s why. 





































































































































































































Pipe Mania’s graphics are 
far from breath-taking, 
and its music (to be kind) 
is jolly rather than spec¬ 
tacular - so what has it 
got which persuaded 
Lucasfilm to licence it in the States and 
which secured conversion to practically 
every format including Nintendo and the 
GameBoy?The answer: pure addictiveness. 
Pipe Mania doesn’t look fancy but it sure 
plays well. The whole business of fitting 
pipes, laying connections, avoiding fish, 
and racing against the water eventually 
becomes so obsessive it eats away your 
time... before you know it you actual ly start 
to look like a plumber. The array of options, 
the variety of obstacles and the password 
system just increase its long-term value. 
Even more unusually this isn’t the sort of 
game that puts the rest of your social life in 
jeopardy. Instead of staring at the screen 
and ignoring your friends, you can actually 
invite them to join in. If there’s life after 
Tetris, it’s called Pipe Mania. 


PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 

OVERALL 


19*95 
Late Feb 
78% 
69% 
90% 
88 % 

89 % 


scheduled for release at 
the same time as the ST 
version, the manic pipe 
action of this incarnation is 
to all intent and purposes 
identical, so what’s said 
above applies here - well, apart from the fact 
that it will set you back an extra fiver. 


For a change, PC pipe 
maniacs aren’t being pip¬ 
ped to the post... MS- 
DOSsers with £24.95 in 
their pockets will be able to 
puchase CGA, EGA and VGA 
compatible versions at the same time as their 
Commodore and Atari owning chums. 


Kf:m kax<\ of a game called Tetris? Pipe Mania’s bonus section bears more than a passing rssemblance. In this 
fete, however, you try to create a continuous section of pipe. The more connections you fit. the beefier your 
|Pwhen the time runs out. 


i two-plumber job, each player has control of a 
arate set of connections and the objective is to 
cotOpprate with your plumber’s mate. Make sure 
fils projectiles are out of reach, as this is a lot 
more disorientating than it sounds. 

gr experts, there’s an alternative one-player game 
cially designed to cause maximum confusion. 
[Vantage is having two sets of pipes to choose 
the disadvantage is you have to put your brain 
iffto overdrive. Not recommended for anyone who 
can’t tell the difference between bottom and top. 


Mania 
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titer a mediaeval era in a mystical World where ivanhoe, our 
chivalrous hero, pursues a perilous quest ... a quest from which most 
mortals would run ...an adventure which most men Would fear l 
Strap on your armour, take up your sword and brace yourself to face 
the magical powers of the most evil of wizards, the plunderous pirates, 
the most awesome of dragons and a host of hideous ‘beings' in this land of legends. 

Superb animation, by the cartoonist whose brush gave us tfie ^Lsteri* 
movie, and beautifully executedgraphics create a Visual impact as yet unseen in the 
media of interactive entertainment, ivanhoe - fight for your life ... and legend! 




AMIGA 

£ 24.99 































location’s Earth and the hot 
spot is Central Dome City. 
Paranoid androids are claiming 
equal rights with humans and in 
their frenzy they have hidden the 
keys to the Lifeforce. The only way to stop this 
'bot-ulism is to send someone in. 

Half-man, half-machine, all mechanised mus¬ 
cle - Stryx is the obvious choice. Armed with 
nothing more than his ingenuity he prepares to 

journey through four dome cities, jet-bike through 

highly dangerous travel tubes and solve the 
colour-coded puzzlesattheCentral Dome. As for 
any robots he meets — they get sent to that great 
scrap-heap in the sky. 


L ose your footing on the higher platforms and you 
may find yourself hurtling straight towards the base 
of Dome One. No time to hang around though: the 
electric floor sucks away your energy. Switching to 
running mode or repeated jumping minimises the 
shock. 


The platforms and ledges of the four dome cities are crawling with android assassins. Careful jumping and 
I leaping allows Stryx to collect such useful items as weapons, door passes (for access to other areas) and energy 
points. Mines and bombs are effective but only work once, so a gun of some sort is essential. Shooting willy-nilly 
isn’t recommended - firearms have limited energy supplies. 












































































































/■Grazed cyborgs shoot first and don’t even bother to 
V#ask questions later. They range from huge Robbie 
The Robot iookalikes through semi-intelligent gun 
emplacements and bio-mechanoid spider droids to 
vicious teleporting androids which beam themselves 
down to wherever you happen to be whenever you 
least want to see them. 


C ach dome has its own honeycomb mining complex, 
ELnavigated by jet-controlled craft. Mined crystals 
are used to build up the energy of your ship, weapons 
and speeder bike. That’s always assuming the barmy 
bots don’t get you first... 

T he quickest way to get from a dome city to the 
Central Dome is by Tube. Lasers strapped to your 
jetbike are handy for disposing of any android 
assassins lurking in the tunnels. 


There are hundreds of metal maniacs and only one Stryx. Shooting with limited bullets obviously isn’t the answer. 
I Solving the colour-coded puzzles at Central Dome City is. Unfortunately you have to achieve this within a strict 
time limit or the big technobot turn-off will fail... 




Apart from a minor colour 
difference, what you see 
here is nearasdammit what 
you can expect to get. It's 
also out now for £19.95. 




Due for release towards the 
end of March, with a £24.95 
price tag. 


O The first thing that strikes 
you about Stryx is the 
innovative use of small 
sprites to cram as much 
hi-tech background as pos¬ 
sible on to the screen. The 
effect is very Cyberpunk and creates a 
superbly oppressive, cinematic style. The 
second thing that strikes you is how hard it is. 
Stryx is a tough nut that only concentrated 
mapping and repeated dying will crack. Its 
first level also sports a few very irritating 
features. Object collection and inventory 
access is via function keys, not joystick - a 
major handicap when under life-threatening 
mechanised attack. And that’s most of the 
time. If you die, and at first your death is 
frequent, minimum waiting time between 
games is 50 seconds. The later sections are 
slightly easier though, and if you have 
enough stamina there’s plenty to keep brain 
and trigger-finger occupied. Bar the dif¬ 
ficulty which definitely needs tweaking, each 
of the four sections is well-designed and 
slickly presented in typically artistic Psyc- 
lapse style. Even so, Stryx is a constant battle 
between frustration and challenge - and 
unfortunately frustration often wins. 


PRICE 

RELEASEDATE 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 

OVERALL 


Now 
84 % 
77 % 
61 % 
67 % 

68 % 



R IS FOR ROBOT 

T -he possibility of creating a synthetic human being, a mechanised person capable of walkina and talking 
just like the organic prototype has always fascinated writers, scientists and film-makers alike. The term 
robot actually originates from the Czech ‘robotnik’ meaning serf or slave and it wasn’t introduced into the 
English language until 1922. Before then mechanical slaves had featured in literature dating as far back as 
ancient Greece. 

So far the capabilities of fictional robots have far outstripped their scientifically developed counterparts. 
Real robots aren’t yet capable of more than the most elementary types of human thought. What most stories 
about robots centre on, however, are conflicts between the orders humans give to their droids and how the 
droids themselves are motivated. 

One of the first robots to deal with these problems on the silver screen was Robbie The Robot, star of the 
1950s movie Forbidden Planet. He was programmed to obey all commands give to him by humans but was 
physically incapable of doing any harm to his masters. When ordered to kill one human by another human the 
conflict caused him to disfunction. 

Similar themes are explored in Blade Runner, RoboCop, Aliens - even Star Wars. And of course Stryx. 
What they all point to is a basic human insecurity. On the one hand, we feel the desire to create something 
bigger and better than the human body. On the other, the concept of something so infallible is frightening and 
essentially alien. Would the world really be as interesting if human beings were made of metal and never 
made mistakes? 
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'Think of what you get in Falcon and double it 
... brilliant action and a scenario depth that’ll 
leave you gasping in awe; there are 99 
different missions... Retaliator is even better 
than Falcon, and it’s certainly much bigger... 
A brand new, and rather brilliant fighter/ 
bomber simulation.” Zero 94%. 

“Utterly mouth-watering graphics and an 
amazing depth of play... the best flight 
simulation I have ever seen (and there’s 
nothing on the visible horizon that looks set to 
come close). It’s not a simulation, it’s an 
experience... Ocean’s first flight sim in the 
best out!” Zzap 97%. 


*Asteantfin| just to took at. with 
the fastest, smoothest. most 
detailed and realistic 30 graphics 
seen... bit it's the sheer depth 
that makes F29 the best combat/ 
flight simulation I've seen. 

The weaith of missions is 
incredible... living 
enormous lasting 
ifc. appeal.. 

Bfc. C & VG 97%. 


sHSffi 
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US Gold's latest Sega 
coin-op conversion goes 
down a bomb with Gary 
Whitta. 


iti; 


r\r K’s fortress is split into 16 sections, and Ben and 
L#Andy’s job is to destroy each in turn by placing 
explosive charges in prime spots (these spots have 
been marked with red Xs by a Government agent). With 
ail the charges in place, Anne and Bendy (oops, sorry, 
Ben and Andy) must reach the exits before the fuses 
run out and the level goes up in smoke. Not as easy as it 
sounds... 


he world’s in trouble yet again - 
but this time the threat's even 
more outlandish. The sinister (and 
psychotic) Dr K, driven mad as a 
result of his chemical experimen- 
tion on himself, is intent on taking over the world. 
To this end he’s built a super-fortress out in the 
sticks. From here he’s manufacturing an army of 
bio-genetically engineered replicants which he 
plans to unleash on an unsuspecting population. 
And as if that isn't bad enough, he's also 
constructing a giant mutant goat-demon capable 
of eating the entire planet as a contingency plan! 

The Federal Government has assigned its two 
best operatives to the case - Ben Breaker and 
Andy Attacker. These two hunks, complete with 
machine guns, rocket launchers and vests one 
size too small, know no fear, and so armed with 
enough explosive to blow Arnold Schwarzeneg¬ 
ger sky high, they infiltrate Dr K’s base... 


*T*he replicant soldiers patrolling the fortress speak 
I only one language - violence. Appearing from 
bunkers and lifts (and on later levels the replicant 
machines which manufacture them) the mutant 
guards range in style and ferocity - some just pop off a 
lew shots every now and again, while others come 
after you with bazookas and flame throwers! 


W eaponry comes in the form of rocket launchers, 
that blow away anything in their path, and the 
more mundane machine guns. If things get too tough 
to handle, Super Bombs are on hand to destroy 
everything on screen. All are in limited supply but can 
be replenished from ammunition cases dotted around 
(and thoughtfully indicated on the main map). 




Crack 




























































































































44eel 


T ime is of the essence. Your time bombs have three minute fuses, and they all start ticking when you enter the 
level. Finding the red Xs is the key - you’re not allowed to exit until all the bombs are in place. And if you don’t get 
out by the time the bomb counter hits zero... 



P laying Crack 
Down you can 
be sure that if it 
can happen, it will 
happen. Sections 
of floor collapse, 
plunging you to 
your doom... 


Huge car crushers 
and wrecking 
balls flatten you 
given half a 
chance... 


Even the bridges 
over the lava pits 
are constantly on 
the move, making 
it all-too-easy to 
get shish- 
kebabed! 





capturing tne iook ana reel 
of Sega’s lavish original was 
perhaps the most difficult 
task, especially within the 
relatively puny 16-colour 

_ constraints of the ST. But 

Arc has managed to pull it off. This 
conversion plays just like its arcade parent. 
In fact it’s a little faster. And graphically 
there’s been little compromise. The enemy 
soldiers climb out of holes, appear from lifts 
and explode when" shot exactly as they 
should. And the backdrops, while obviously 
not quite as colourful, are every bit as 
detailed as the original. Sound-wise 
everything is fine and dandy. The in-game 
tunes are spot-on and the effects suitable, 
although perhaps not as wide-ranging as they 
could have been. In fact, conversion-wise 
Crack Down only really loses merit marks on 
the little things which only the coin-op 
aficionados will notice. The animation when 
the bombs are put in place and the 
end-of-level explosions are missing - but 
Allinall,acrack-er! 


isn’t expected to differ 
greatly from the ST. 
^Graphically it’s identical, 
but the sound is likely to be 
closer to the coin-op. If 
memory allows. Arc will be sampling the 
music and effects directly from the coin-op. 
Expect to see the Commodore conversion 
surface at around the same time as the ST. 


An IBM-compatible version 
is currently in develop¬ 
ment, courtesy of program¬ 
ming team IDG. A price has 
yet to be fixed for the 
proposed May release 


PRICE 


SOUND 
















































































































































































A CRACKING 
PHILIPS VIDEO 
WITH BUILT-IN TV! 

Thanks To US Gold 


W e all know that while super-heroes 
Ben Breaker and Andy Attacker 
aren’t planting bombs and saving 
the world in US Gold’s latest, 
there’s nothing they like better 
than a quiet night at home in front of the vid. And, 
discerning chaps that they are, they don’t put their 
tapes into any old rubbish - only the latest Philips 
Twin Speed VHS with built in 3" LCD Monitor will do. 

And if it’s good enough for Ben and Andy, it’s 
certainly good enough for you. This latest piece of 
televisual entertainment is so swish you don’t even 
need to plug it into a telly as it’s already got a colour 
one built-in! What’s more, it comes complete with 
LCD remote control, long-play facility, index search 
and on/off button. For the less fortunate souls, there 
are 20 copies of Crack Down on offer. 

To make off with this marvel of modern 
technology, all you have to do is answer the 
following questions and send your answers to 
Crack Down Cackles, The One, Priory Court, 
30-32 Farringdon Lane, London EC1R 3AU to 
arrive no later than March 28th. First correct entry 
out of the bag earns its sender the video and a copy 
of Crack Down. The senders of the next 20 correct 
answers drawn each get a copy of the game. 


i 


THE QUESTIONS 

1) Arc Developments converted 
Crack Down, but they also 
converted another well-known 
coin-op for US Gold. Which one? 


2) What is the name of the mad 
professor in Crack Down? 

3) Who produced the original Crack 
Down coin-op? 


THE SMALL PRINT 
The editor’s decision is final and no 
correspondence will be entered into. 
Employees of US Gold, EMAP and Philips 
are not allowed to enter — so tough (a bit 
like Ben and Andy, really). 


THE ANSWERS 

1 ). 


2 ). 

3). 


YOUR DETAILS 


NAME. 

ADDRESS. 


PLEASE STATE YOUR FORMAT 
(ST, AMIGA OR PC). 



I 
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13th-16th 


September 


Your venue: 


Earls 

Court 


Your show! 




Continuing the tradition 
but dedicated to leisure. 



Sponsored by C&VG, SINCLAIR USER, CU, ACE and THE ONE. 

Contact: Sally Buller at EMAP International Exhibitions: 01 -251 6222 ext: 2406 
or Gary Williams ext 2518 
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WORLDWIDE SOFTWARE 
1 BRIDGE STREET 
GALASHIELS 
TD1 1SW 


W©R LDWIDE 


E3 E 


SOFT WA R E 


VISA 


WORLDWIDE SOFTWARE 
106A CHILWELL ROAD 
BEESTON 
NOTTINGHAM NG9 1ES 


AMIGA/ST SOFTWARE 
A.P.B. 

Advanced Ski Simulator 

Airborne Ranger 

Aquanaut 

Armada 

Asterix 

Austerlitz 

Axels Magic Hammer 
Battlehawks 1942 
Batman The Movie 
Battle Squadron 
Betrayal 

Beverly Hills Cop 

Blade Warrior 

Blood Wych 

Blood Wych Data Disk 

Blue Angel 

BMX Simulator 

Bomber 

Borodino 

Bridge Player 2000 

Bridge Player 2150 Galactica 

Cabal 

Carthage 

Centrefold Squares 
Chaos Strikes Back Editor 
Chaos Strikes Back 
Chariots of Wrath 
Chase HQ 
Chess Player 2150 
Cluedo Master Detective 
Colossus Chess X 
Commando 

Commandos (Infrogrames) 
Conflict In Europe 
Continental Circus 
Cyberball 

Daily Double Horse Racing 

Damocles 

Dan Dare 3 

Dark Century 

Day of the Viper 

Days of Pharaoh 

Deluxe Scrabble 

Debut 

Deluxe Strip Poker 
Dominion 
Double Dragon 2 
Dr Dooms Revenge 
Dragons Breath 
Dragons of Flame 
Drakkhen 
Drivin Force 
Dungeon Master 1 Meg 


AMIGA ST AMIGA/ST SOFTWARE 


AMIGA ST AMIGA/ST SOFTWARE 


AMIGA ST AMIGA/ST SOFTWARE 


AMIGA ST AMIGA/ST SOFTWARE 


14.95 14.95 

4.99 4.99 

16.95 16.95 

17.95 17.95 

24.95 24.95 

16.95 16.95 

17.95 17.95 

14.95 14.95 

17.95 17.95 
17.95 14.95 

17.95 

16.95 16.95 

16.95 16.95 

17.95 17.95 
17.95 17.95 

11.99 11.99 

17.95 17.95 
4.99 4.99 

22.95 22.95 

22.95 22.95 

14.95 

21.95 21.95 

17.95 14.95 

17.95 17.95 

14.95 14.95 

- 14.95 

- 17.95 

16.95 16.95 

17.95 14.95 

16.95 16.95 

14.95 14.95 

17.95 17.95 

14.95 14.95 

17.95 17.95 

17.95 17.95 

14.95 14.95 

17.95 17.95 

14.95 14.95 

16.95 16.95 

14.95 14.95 

16.95 16.95 
16.95 16.95 

16.95 16.95 

14.95 14.95 

16.95 16.95 

14.95 14.95 

16.95 16.95 

14.95 14.95 

16.95 16.95 

22.95 22.95 

17.95 17.95 

21.95 21.95 

16.95 16.95 
16.95 16.95 


Dungeon Master Editor 7.95 7.95 

Dynamic Debugger 17.95 17.95 

Dynamite Dux 17.95 14.95 

East Vs West Berlin 16.95 16.95 

Elite 16.95 16.95 

European Space Shuttle 26.95 26.95 

FI6 Combat Pilot 16.95 16.95 

FI 6 Falcon Mission Disk 14.95 14.95 

FI 6 Falcon 21.95 16.95 

F29 Retaliator 17.95 17.95 

Ferrari Formula One 17.95 17.95 

Fiendish Freddies Big Top 17.95 17.95 

Finest Hour Battle of Britain 17.95 17.95 

Fire Brigade (1 Meg) 21.95 - 

First Contact 16.95 16.95 

Flight Sim 2 Hawaii Scenery 14.99 14.99 
Flight Simulator 2 28.95 28.95 

Football Director 2 14.95 14.95 

Footballer of the Year 2 14.95 14.95 


Adv. Infestation 
Interphase 
It came from Desert Data Disk 


16.95 16.95 

17.95 17.95 
11.99 


It Came from the Desert (1 Meg) 21.95 


Jack Nicklaus Golf 
Joan of Arc 
John Lowe Ultimate Darts 
Keef the Thief 
Kennedy Approach 
Kenny Dalglish Soccer Match 
Kick Off Extra Time 
Kick Off 

Killing Game Show 
King Quest Triple Pack 
Lancaster 
Laser Squad 
Leaderboard Collection 
Leisuresuit Larry 2 
Leisuresuit Larry 


17.95 17.95 

9.99 9.99 

14.95 14.95 

17.95 

16.95 16.95 

14.95 14.95 

7.99 7.99 

14.95 14.95 

17.95 17.95 

26.95 26.95 

14.95 14.95 

14.95 14.95 

17.95 14.95 

21.95 21.95 

17.95 17.95 


Outlands 
Overlander 
P47 Thunderbolt 
Paperboy 
Pirates 

Player Manager 

Populous Promised Lands 

Populous 

Powerboat USA 

Powerdrift 

Powerdrome 

Prince 

Pro Tennis Tour 
Quest for Time Bird 
Rainbow Island 
Red Lightning 
Red Storm Rising 
Renaissance 
Robocop 


14.95 14.95 

- 17.95 

16.95 16.95 

14.95 14.95 

- 16.95 

14.95 14.95 
7.99 7.99 

17.95 17.95 

- 17.95 
17.95 17.95 
17.95 17.95 
17.95 17.95 

17.95 17.95 

22.95 22.95 

17.95 14.95 

22.95 22.95 

16.95 16.95 

14.95 14.95 

17.95 14.95 


*★★★★*★★★*★★★**★★★***************************************** . 

FAST DELIVERY ON ALL STOCK ITEMS BY 1 ST CLASS MAIL IN UK * 

SPECIAL OVERSEAS SERVICE BY AIR MAIL WORLDWIDE * 

CREDIT CARD ORDERS ACCEPTED BY PHONE OR MAIL * 

CREDIT CARD ORDER TELEPHONE LINES S0UTH , MIDLANDS I 

OVERSEAS TELEPHONE ONLY WALES ★ 

NOTTINGHAM 225368 0602 252113 (24 HOURS) 


r NORTH, SCOTLAND 
k- N. IRELAND, OVERSEAS 

★ ★** 6 * 5 ** 0 *l 2 ***** S * ****** ***************************************** 

14.95 14.95 

16.95 16.95 

17.95 14.95 


Stunt Car Racer 

Super League Soccer 

Super Wonder Boy 

Switchblade 

Swords of Twilight 

Test Drive 2 California Chall 

Test Drive 2 Musclecars 

Test Drive 2 The Duel 

The Cycles 

Time 

Toobin 

Tower of Babel 
Treasure Island Dizzy 
Turbo Outrun 
Tusker 

TV Sports Basketball 
TV Sports Football 
Twin World 
Ultima 5 
US Gold Giants 
US Gold Winners 
Untouchables 
Wall Street 
Waterloo 

Wayne Gretsky Hockey 

Wild Streets 

Windwalker 

X-Out 

Xenomorph 

Xenon 2 Megablast 

Xenophobe 


AMIGA ST 

16.95 16.95 

16.95 16.95 

17.95 14.95 

14.95 14.95 

17.95 
11.99 
11.99 
17.95 

17.95 17.95 

21.95 21.95 

17.95 17.95 

16.95 16.95 
4.99 4.99 

17.95 14.95 
17.95 14.95 

17.95 

21.95 17.95 

16.95 16.95 
- 22.95 

22.95 22.95 

22.95 22.95 

17.95 14.95 

16.95 16.95 

17.95 

16.95 

16.95 16.95 

22.95 22.95 

14.95 14.95 

16.95 16.95 

17.95 17.95 

16.95 16.95 


Football Manager 2 Collection 
Full Metal Planete 
Fun School 2 (6-8) 

Fun School 2 (over 8) 

Fun School 2 (under 6) 
Future Wars 
Games Summer Edition 
Gazzas Super Soccer 
Ghostbusters 2 
Ghouls and Ghosts 
Gold of the Americas 
Gravity 

Grand Prix Circuit 

Greg Normans Ulitmate Golf 

Gridiron 

Gunship 

Hard Drivin 

Highway Patrol 2 

Hillsfar 

Hollywood Poker Pro 
Hound of Shadow 
Indy Jones Last Crusade 


14.95 14.95 

17.95 17.95 

14.95 14.95 
14.95 14.95 

14.95 14.95 

17.95 17.95 

17.95 17.95 

16.95 16.95 

17.95 17.95 
17.95 14.95 
17.95 

17.95 17.95 
17.95 

17.95 17.95 

16.95 16.95 

16.95 16.95 

14.95 14.95 

16.95 16.95 

17.95 17.95 
9.99 9.99 

17.95 17.95 
17.95 17.95 


Light Force 
Lombard RAC Rally 
Lords of the Rising Sun 
Lost Patrol 
Magnum 4 (Ocean) 
Maniac Mansion 
Mastersound 
Microprose Soccer 
Midwinter 
Mindbender 
Motorbike Madness 
Myth (System 3) 

New Zealand Story 
Nitro Boost Challenge 
Ninja Warriors 
North and South 
Oil Imperium 
Omega 

Omni Horse Racing 
Onslaught 

Operation Thunderbolt 
Oriental Games 


17.95 17.95 

16.95 16.95 

21.95 

17.95 14.95 

22.95 22.95 

17.95 17.95 

35.95 35.95 

16.95 16.95 

16.95 16.95 

14.95 14.95 
4.99 4.99 

17.95 17.95 

17.95 14.95 
4.99 4.99 

14.95 14.95 

16.95 16.95 

16.95 16.95 

21.95 21.95 

17.95 

17.95 17.95 

17.95 14.95 

16.95 16.95 


Rock N Roll 
RVF Honda 

Seven Gates of Jambala 
Shadow of the Beast 
Shinobi 

Shoot em up Const Kit 

Sidewinder 2 

Silent Service 

Silkworm 

Sim City 

Skidz 

Space Ace 
Space Harrier 2 
Space Quest 2 
Space Quest 3 
Space Rogue 
Star Blaze 
Star Command 
Starflight 
Strider 
Stryx 

Super Cars 


28.95 

14.95 14.95 

22.95 22.95 
4.99 4.99 

16.95 16.95 

14.95 14.95 

21.95 

14.95 14.95 

32.95 32.95 

14.95 14.95 

17.95 17.95 

26.95 26.95 

22.95 

14.95 14.95 

22.95 

17.95 17.95 

14.95 14.95 
14.95 14.95 
14.95 14.95 


Europe (other than UK) 
Shipping costs are 
£1.50 per disk for normal air mail 
£2.50 per disk for express air mail 


Please make cheques or postal orders payable to 

WORLDWIDE SOFTWARE. 

All prices include postage & packing in UK. Credit card orders accepted by phone or mail. 
Galashiels: (0896) 57004 (24 hours) Nottingham: (0602) 252113 (24 hours) 

ADVERTISED PRICES ARE FOR MAIL AND TELEPHONE ORDERS 
ALL PRICES CORRECT AT TIME OF GOING TO PRESS. E&OE 


Cheetah 1254- 

6.95 

Cheetah Mach 1 

10.95 

Zip Stick Super Pro Standard 

12.99 

Zip Stick Pro Autofire 

14.99 

Comp Pro 5000 

12.95 

Comp Pro 5000 Clear 

13.95 

Comp Pro 5000 Extra 

14.95 

KonixSpeedking 

9.99 

Konix Speedking/Autofire 

10.99 

Crusier 

8.99 

Quickshot2Turbo 

10.95 

ADV HINT BOOKS 


BardsTalel or2 

5.00 

Space Quest 1or2 

8.99 

KingsQuest1&2&3 

14.95 

Pools of Radiance 

8.99 

Police Quest 

8.99 

Leisuresuit Larry 

8.99 

Outside Europe 


Shipping costs are 
£2.00 per disk for normal air mail 
£3.00 per disk for express air mail 


17 Bit Software 

That Bit Better Than The Rest! 


17 BIT SOFTWARE’S LATEST ISSUE OF THEIR EVER POPULAR DISK UPDATE IS 
AVAILABLE NOW TO AMIGA OWNERS EVERYWHERE FOR JUST 


★fl.OO^ 


vco cad ri nn YOTT CAN SAMPLE THE DISK THAT HAS MADE 17 BIT BRITAINS’S LEADING AMIGA PUBLIC 
• DOMAIN SU?PLIER? ON RECEWT of YOUR CHEQUE we WILL SEND YOU - 17 BIT UPDATE - 11 

CONTAINING: 

★ 3 PIECES OF AMAZING MUSIC ★ 

★ STUNNING ARTWORK ★ 

★ THE LATEST IN VIRUS KILLERS ★ 

★ SKY FLIGHT - 2 PLAYER SHOOT-EM-UP ★ 

★ SOFTWARE NEWS AND REVIEWS ★ Tiwoll . 

pt ns Fill T DFTATT S OF 17 BIT PUBLIC DOMAIN SOFTWARE (OVER 555 DISKS!!) 

YOU WILL ALSO RECEIVE DETAILS OF OUR USER GROUP (THE BIGGEST IN THE UK, OVER 10,000 MEMBERS.), 
YOU WILL AL %^fX LIST OF SOME STUNNING SPECIAL OFFERS ON COMMERCIAL SOFTWARE. 

SEND ONE POUND TODAY - YOU WON’T REGRET IT!! 

PLEASE SEND YOUR CHEQUE/PO/ACCESS/VISA DETAILS TO 


17 BIT SOFTWARE, (DEPT ONE) 

UPDATE 11 SPECIAL OFFER 

PO BOV 97, WAKEFIELD, WEST YORKS, WF1 1XX TEL 0924 366982 


I 



















Basket case Gary Whitta 
swaps shoulderpads and 
face mask for a silk vest 
and knee-length socks and 
takes to the court in 
Cinemaware's second TV 
Sports simulation* 


■ t's not exactly big business over 
here, and apart from the odd bit of 
Channel 4 coverage, it's hardly 
ever seen on our screens. But in the 
country of its origin, Basketball is 
big with a capital BIG. Second only to Football 
and Baseball in the popularity stakes, America’s 
biggest indoor game is also one of its most 
competetive - although surprisingly the USA has 
never fared too well on the world scene - they’ve 
only ever won the World Championship twice 
since 1950, a sucess record which the Brazilians, 
Soviets and even the Yugoslavs have all topped in 
their time! 

Perhaps the reason Basketball is so successful 
worldwide is its simplicity - it’s basically a 
cut-down version of Soccer with hands replacing 
feet. 


M eet Max McGill, the presenter of tonight’s live 
coverage. An ex-professional player, Max knows 
Basketball back to front. He appears once before the 
big game to give a quick introduction, and again after 
the final whistle with a wrap-up and the game stats. 
Watch out for his fidgeting hands and some rather 
strange images appearing on his desk monitor! 


I n true all-American style, all the TV coverage is 
brought to you courtesy of a sponsor, whose name 
and logo appears before the game. The sponsors vary 
from match to match, but watch out for Club Ded, a 
company which arranges for you to be buried on a 
desert island (!), Psyke shoes (the neurotic’s choice), 
and Slim’s Toad Hut: Home of the Froggie Flapjack! 
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PRICE 
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PORTER 
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•The ‘tip-off is Basketball’s equivalent of a kick-off or 
I face-off, and occurs at the beginning of ail 
five-on-five full-length games. The players stare each 
other out for a few seconds, before the referee throws 
the ball into play. The two Centres (normally the tallest 
members of each team) then jump up after the ball and 
attempt to knock it into the hands of one of the 
Forwards (waiting here in the foreground). With 
posession is established, play begins. 


asketball is a non-contact sport, and violence isn t 

_tolerated - so much as touching another player 

can be enough to consitute a foul, and if any player 
tries it on too many times, he’s sent off for good. Fou led 
players are rewarded with Basketball’s equivalent of a 
penalty - play stops while the team stands around and 
the fouled player take one or more free shots at goal. 
The object here is to catch a green marker in the centre 
of the basket as it moves back and forth across the 
backboard - the closer the marker is to the centre of 
the net when you take the shot, the more accurate it is. 
And of course, the player’s personal shooting rating is 
also a factor. 


The ball travels around the court in two ways. It’s 
1 either dribbled by a player, which is slow but 
relatively safe, or passed (thrown) between them - 
quicker but risky, as a pass can easily be intercepted 
by one of the opposing players. While in posession of 
the ball, any players that capable of receiving it raise 
their hands - and as an added aid, there’s also an 
option to have open’ players marked with a coloured 
cursor that indicates the ‘risk factor’ of the pass. 


I 


■he Americans love statistics, and so at the end of 
J every game, the numbers come out in force. The 
team’s performance as a whole is shown, as well as 
each player’s individual statitics - hit/miss ratios, 
passes intercepted and so on. 

■The TV Sports: Football clipboard is backhand does 
I exactly the same job here as it did in its 
predecessor. Teams are created and edited, and their 
progress monitored in the league. No detail is spared 
- each player’s overall skill, his strengths and 
weaknesses are determined by ratings: Shooting, 
Passing/Ballhandling, Defence, Rebounding, Quick¬ 
ness and Jumping - all things to be taken into account 
when deciding just who plays when 


1 a f hile players travel from one end of the court to the 
W other across the centre circle, the computer 
takes control, giving you time to set up the next play - 
be it offensive or defensive - via the control panel 
above. From here you are given a half-court diagram, 
showing the ofensive players positions, and choose 
one player from the atacking team to either try to get 
open for a pass (if it’s you attacking), or to have marked 
more closely if you are defending. 






































































































N ow for the real joy: scoring baskets. All shots at goal are taken with a jump, which is essential to give the ball 
enough lift Starting a shot sends your player into the air, and thetrick is to throwthe ball as you reach the highest 
point of the jump - the closer you are to that point, the more accurate the shot Aiming is handled by the computer, 
but the distance of the shot is all down to you. A badly-thrown shot bounces off the ring back into play, and more 
than likely caught by the opposition. The closer you get to the basket, the easier it is to score (which is why three 
points mstead of two are awarded for baskets scored outside of the normal shooting zone), and if you get right 
under the basket, you can attempt the most spectacular of shots - a slam dunk, where the player leaps up and 
literally siams the ball downwards through the net, often accompanied by a fancy mid-air twirl to impress the 
crowd. 


A ppear i ng at the end of each quarter (or whenever a 
imeoul is called), the substitution screen is one of 
the most important, giving vital information on game 
statistics and the condition of your players. A 
Basketball squad comprises of twelve players 
(a lth ough you can cut down the number of players on 
the field to a minimum of two before play), and like the 
real thing, the team in play (as well as the players they 
are given to mark) is constantly being chopped and 
changed. Just about every statistic you could need is 
here, from the condition of the players (shown by the 
way they stand) to their individual points score and 
number of fouls. 




A BASKETFUL 
OF GOODIES! 


Courtesy Of Mirrorsoft 

Playing and watching Basketball on the small 
screen is one thing - playing it for real is another. 
Now, thanks to Mirrorsoft you can show Dr Julius 
Irving and Larry Bird (note: v famous Basketball 
players) what’s what in the comfort of your own 
back garden with a complete Basketball kit! 

The first prize is an official NBA Leather 
Tournament Basketball, an Outdoor Basketball 
ring for you to throw it at, a Harlem Globetrotters 
Video and a copy of TV Sports: Basketball. Ten 
runners-up will each receive a Harlem Globe¬ 
trotters video and a copy of TV Sports: Basketball. 

To net this veritable basket of prizes, all you have 
to do is answer the following questions: 

1) From where did the Harlem Globetrotters 
originate? 

2) How long is a Basketball court? 

3) How many points are scored for a normal 
basket? 

Send your completed entry to: Basketball Bovver, 
The One, 30-32 Farringdon Lane, London EC1R 
3AU to arrive no later than 27th March 1990. 

The editor’s decision is final and no correspondence will be 
entered into. Employees of EMAP or Mirrorsoft aren’t allowed 
to enter, so they can all go and jump through a hoop... 












































































































BASKETBALL: A 
POTTED HISTORY 



A lmost 100 years ago - in 1891 to be exact - 
Canadian clergyman Dr James Naismith was 
working as a physical training instructor at the 
Young Men s Christian Association in Springfield, 
Massachusetts, in the USA. He came up with the 
concept of Basketball when he was asked to devise 
some form of physical activity which could be 
played indoors during the winter months. The result 
was a game which involved considerable aerobic 
activity, developed co-ordination and could be 
played with a minimum of physical contact. 

A large ball was used so no other equipment was 
needed. The scoring nets - originally peach 
baskets nailed to either end of the YMCA gym - 
were used so scoring would depend on skill rather 
than brute force. Apparently nobody thought to cut 
holes in the baskets so a player would have to climb 
up to retrieve the ball everytime there was a score! 

Over time the rules of the game became settled - 
two teams of five with seven substitutes. The nets 
must be 10 feet off the ground. The first basketball 
world championships were held in 1950 for men 
and 1953 for women. They are held every four 
years. 

Although Dr Naismith invented basketball, the 
ancient Incas played a very primitive form of the 
sport. They shot a solid rubber bail through a ring 
placed on a high wall. The winner was traditionally 
awarded the clothes of the spectators while the 
loser was put to death! 

The most famous basketball team in the world is 
The Harlem Globetrotters, combining amazing 
skills with outrageous showmanship and comedy. 
They were formed in Chicago in 1926 by a British 
immigrant called Abe Saperstein who recruited five 
black players from the city’s slums. Saperstein 
dubbed them The Harlem Globetrotters, although 
none of the players came from Harlem or had 
played anywhere outside the USA. In fact, it wasn’t 
until 42 years later, in 1969 that the Globetrotters 
made their first appearance in Harlem, New York. 

Anyone interested in the sport of Basketball 
should write to the following addresses or contact 
your local sports centre... 

English Basketball Association, Calmomax 
House, Lupton Avenue, Leeds. 

Basketball Association of Wales, 

327 Cowbridge Road East, Cardiff. 

Scottish Basketball Association, Edinburgh. 



t ames, you dictate which 
iave a team play itself, just 
ip). And as an added bonus, 
those with an appropriate joystick adaptor can play a 
four-player game, with two pairs working as 
team-mates against each otherl 


O Like its predecessor, TV 
Sports: Basketball isn’t as 
immediately accessible as 
other sports simulations. 
There’s a weighty manual to 
read, and if you try to dive in 
head-first, it’s difficult to get much out of it. 
At first it’s all flashing cursors, reams of 
statistics and seemingly daunting controls. 
But spend a bit of time getting used to it all, 
and everything falls into place and it 
becomes a whole new ball game. Dribbling, 
passing and shooting are all carried out 
instinctively, and even getting your men to 
work as a team and developing strategies 
comes naturally after a while. And the 
strategy element runs deep enough to satisfy 
even the most seasoned of coaches. As is to 
be expected from Cinemaware, the presenta¬ 
tion is flawless - from the TV presenter’s 
constantly changing dialogue to the wealth 
of game options available at any time. 
Aesthetically it’s all well up to standard. The 
players, while not moving as smoothly as they 
might have, are animated well, intercepting 
passes, jumping and ’sinking buckets’ 
realistically. Sound, too, enhances an 
already authentic atmosphere, with squeak¬ 
ing trainers on the court, and the crowd 
cheering and booing with the action 
(although some of the more elaborate 
effects are only available on 1Mb machines). 
Not forgetting the typically American jingles 
accompany the TV shows. But above all, TV 
Sports: Basketball is tremendous fun to play, 
whether you work your way up a league or 
battle it out with three mates in an exhibition 
game - and when you reach the closing 
seconds of the fourth quarter with you 
trailing by a single point, you realise just how 
realistic it all is! 


PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABILITY 

(NET)VALUE 

OVERALL 


29.99 
Out Now 
90% 
88 % 
92% 
88 % 

93% 


An initial release date has 
been set for sometime early 
this summer, and since 
development on this ver¬ 
sion is still in the early 
stages, it’s difficult to tell 
just howitwilldifferfrom the Amiga’original’. 
Just make sure you have 24.99 in your 
pocket. 





A price of 29.99 and a 
release date of April have 
been fixed. Further details 
however, are vague, apart 
from the fact that EGA 
compatibility is a certainty. 
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Freepost 

Bridlington 

North Humberside Y016 4BR 


PRIORITY ORDER FORM 1 TICK BOX 

SUPER PRICES - NO HIDDEN EXTRAS - ALL PRICES INC. DEL. & VAT. 


allsop range 

DISK FILE 60 X 5 25" 

S ^ k 3 a “ «o * 

SHE 

DISK FILE 10 x 3 . 5 * 

DISK FILE 5 x 5.25" 

DISK FILE 2 PACK 5x35* 
°'SK F,U , pacJ I HI 


uSlit ss s ‘ TRAV 

5 25' E ?fpAK. D ° CUMENT HOLDER 

SSrSa 


8.95 □ 

9.95 □ 

8.95 □ 

9.95 O 

12.96 □ 

13.96 □ 

3.95 □ 

4.95 □ 

2.95 □ 

5.95 □ 

3.95 □ 


>».S5 _ I DC - pnnn ruT.7 wt CLEANER 


QTY 

16.95 □ 

8.95 □ 

3.95 □ 

12.96 O 

9.95 O 

7.95 O 

14.95 □ 

11.96 □ 

9.95 □ 

37.95 □ 

33.95 □ 


COMPUTER JOYSTICKS AND PERIPHERALS. 
QTY ~ 

FLASHFIRE AUTOFIRE 9.95 □ COBRA 


i PROFESSIONAL 9000 


I ULTIMATE RAPIDFIRE 


RACEMAKER 


14.95 □ 


22.95 □ , 


28.95 □ 




IBM ANALOGUE JOYSTICK 18.95 □ 
IBM PC JOYSTICK ADAPTOR 16.95 □ 


ARCADE 


ARCADE TURBO 


rTURBO PEDAL 


IBM GAME CARD 
MOUSE MAT REVERSIBLE 


5.25" 48 TPI DSDD x 10 
5.25" 96 TPI DSDD x 10 
5.25" 96 TPI HIGH D x 10 
BULK 5.25" 48 TPI * 50 
BULK 5.25" HIGH D x 50 


KA ° D,SKET '^ - MAGNETIC MEDIA FROM THE SURFACE SCIENt" 


6.00 

9.00 

11.50 

14.95 

29.90 


3.5 135 TPI DSDD x 10 
3.5 135 TPI HIGH D x 10 
BULK 3.5* 135 TPI DSDD x 50 
BULK 3.5" HIGH D x 50 
3.5" TRAVEL PACK WITH 10 DISKS 


LIFETIME GUARANTEE ON ALL DISKS 


QTY 
11.95 □ 


16.95 □ 

19.95 □ 

22.95 □ 

18.95 □ 
4.95 □ 


QTY 

11.00 □ 

24.95 d 
28.75 □ 
64.40 d 

16.95 □ 


NAME 


ADDRESS 


TEL: No 


POST CODE 


CHEQUE/P.O. TO CPI 
CREDIT CARD NO. 





CPI IS A WHOLLY OWNED SUBSIDIARY OF EUROMAX ELECTRONICS LIMITED 














































DEMOQ 






What a lot we’ve got. But we still want more. 
Where’s yours? If you’ve made a brilliant demo 
which shows off the graphics and sound of your 
machine, then send it to us on: DEMOS, The 
One, Priory Court, 30-32 Farringdon Lane, 
London EC1R 3AU. Note: we can’t send back 
your demos unless you supply a stamped 
addressed envelope. 


► The music’s so good, even the buildings are dancing! 


Q ne month you have nothing but 
animations. Next month you have 
nothing but a 1 # ’ symbol chasing a dot 
around the screen - c’est la vie. 
Some months you have the most 
lartsinglesyou’veeverseen - butthis 
month it’s MegaDemos a go-go as we’ve been 
inundated with disks full of ‘intros’. To kick off, the 
Pace demo on the Amiga is a jukebox program with 
a bunch of recent chart hits programmed using the 
Soundtracker program. Treat your ears to such 
novelties as I Should Be So Lucky, She Drives Me 
Crazy and Smooth Criminal. It s a reasonable 
collection of copies of the original, with the 
obligatory whining synth replacing the lead vocal. 
Dexion s Amiga MegaDemo features 10 demos on 
one disk (quite a feat in itself), and has more 
variations on the scrolling message theme than I 
think we’ve ever seen. T rilogy ’s set includes afairly 
good little space game, the car demo (which is more 
like a pop video) and the obscure “Are you hungry? 
Take a banana” demo. Hmm. Firsttimeleversawa 
banana shaped like the Empire State Building... 
Something which appeared on Martyn Brown’s 
Newsflash Amiga Support Disk 6 (and which also 
turned up from Rebels) was the Subway demo. The 
scrolling message is on a New York subway train 
which travels across the screen while the 
skyscrapers bop up and down to the music! Also 
deserving of a mention are Animate!, with some 
very nice demos, the most notable of which is a tune 
backed by the multi-scrolling graphic levels of 
Shadow Of The Beast! How did they manage to 
‘borrow’ those? On the ST front, our favourite of the 
month is Land Of The Giants (especially as it 
appears to have come in response to the request 
we made when we reviewed the UFO demo! 
Thanks guys!). This features. mugshots of the 
Giants crew, even Mr Fitzhugh, and a long sample 
of the theme tune. Ah nostalgia! Inspector Gadget 
plays the annoying Inspector Gadget theme and 
flashes colours, sends little sprites around, and 
then loops back and plays the whole lot again... 
yeah. Ahem. A touch repetitive, there boys. Replay 
is a demonstration of the quality of the Replay 
Professional sampler. It plays a nice little house 
track and you have to press the function keys along 
to the tune. Each function key has a sample 
assigned to it, and you can do little re-trigger tricks, 
j-j-j-ust like the pros! Well, perhaps a bit crackly, but 
what do you expect for a 8Hz sample? Not too bad 
really, and more interactive than most other stuff we 
saw this month. Finally a somewhat small, and yet 
perfectly formed demo from the aptly named Care 
Bears, called So Watt. Slapping the space bar 
changes the demos over, and there’s one moving 
one, and two still ones. Nice graphics, although a bit 
boring on the movement side of things. Come on, 
ST demo crews! Where’s yer sense of adventure? 
Get coding! 


THF 

SKUNK 


▲ Irwin Allen’s classic 60’s SF series gets the Zone 
Troopers treatment. 

► The bionic detective stars in his own demo. 


GETCHA 

DEMOS 

HERE! 

AMIGA 


Trilogy, Dexion, and Jools 
MegaDemos are from 17 Bit 
Software, PO Box 97, 
Wakefield, WF1 1XX. Tel: 
(0924) 366982. Rebels 

MegaDemo is from 
Riverdene PDL, 63 Winter- 
ingham Way, Purley On 
Thames, Reading, Berkshire 
RG8 8BH. Tel: (0734) 428492. 
Animate! are contactable at 
19 Burton Lane, Goffs Oak, 
Herts EN7 6SG. 


So Watt and Inspector 
Gadget are available from 
MPH, 10 Chandlers Court, 
Eaton, Norwich NR4 6EY. 
Tel: (0603) 503382. Land of 
the Giants is available from 
Riverdene PDL, 63 Wintring- 
ham Way, Purley on Thames, 
Reading, Berkshire RG8 
8BH. Tel: (0734) 428492. 


A Are you Hungry? Take a banana! Weeeeeiiirrdd. 
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ST AMIGA 5V4 


3D POOL 
ATTACK SUB 
ADIDAS GOLDEN SHOE 1 
13.99 

AIRBORNE RANGER 
ALTERED BEAST 
BALANCE OF POWER 1990 
BARDS TALE I 

BARDS TALE II 
BATTLECHESS 
BATMAN THE MOVIE 
BATTLE OF AUSTERLITZ 
BATTLES OF NAPOLEON 
BATTLEHAWKS 1942 
BATTLE SQUADRON 
BERLIN 1948 
BETRAYAL 
BLADE WARRIOR 
BLACK TIGER 
BLOOD MONEY 
BLUE ANGELS 
BOMBER 

BRIDGE PLAYER 2000 
CABAL 

CARRIER COMMAND 
CALIFORNIA CHALLENGE 
CHASE HQ 

CHAOS STRIKES BACK 

CHESSMASTER 2000 (2100 IBM) 

CHESS PLAYER 2150 

CHICAGO 90 

CHUCK YEAGERS A.F.T. 

COMMANDO 

CONTINENTAL CIRCUS 

CURSE OF AZURE BONDS 

CYBERBALL 

CYCLES 

CHAMBERS OF SHAOLIN 13.99 
14.99 

DAMOCLES 
DOUBLE DRAGON 
DOUBLE DRAGON II 
DRAGONS OF FLAME 
DRAGONS BREATH 
DRAKKHEN 
DR DOOMS REVENGE 
DRIVIN FORCE 
DUNGEON MASTER 
DRAGONS BREATH 



16.99 16.99 16.99 16.99 

13.99 13.99 

13.99 13.99 

16.99 16.99 16.99 

18.99 18.99 

18.99 18.99 18.99 18.99 

15.99 15.99 15.99 15.99 

16.99 16.99 
16.99 16.99 16.99 
16.99 16.99 


DYNAMIC DEBU6GB1 
ELITE 

EUROPEAN SPACE SHUTTLE 2 

EUROPEAN SUPERLEAGUE 

F15 STRIKE EAGLE II 

F16 COMBAT PILOT 

(C6AE6AJ 

FI 6 FALCON CGA 

(EGA - 750 

F19 STEALTH F76HTER 

F29 RETAUATOR 

FALCON MISSION DISC 

FERRARI FORMULA ONE 

FIENDISH FHEDOYS ST FUN 

FLIGHT SaiUATOR ■ 

FLIGHT SMULATOR I 
FLIGHT DISC 7Jill 
FLIGHT DISC B«. -ARAN 
FOOTBALL DWECTOR ■ 
FUTURE WARS 
FIGHTING SOCCER 
FOOTBALL MANAGER 2 + 

EXP KIT 

FOOTBALL MANAGER EXP KIT 
FULL METAL PLANETE 
GAZZAS SUPER SOCCER 
GUNSHIP 

GHOULS N' GHOSTS 

GHOSTBUSTERS II 

HARD DRIVIN 

HEROES OF THE LANCE 

HILLSFAR 

HEROES QUEST 

HOLLYWOOD POKER PRO 

HOUND OF SHADOW 

INDIANAPOLIS 500 

INDY JONES ACTION GAME 

INDY JONES ADVENTURE 

INTERPHASE 

IRON LORD 

IVANHOE 

IT CAME FROM THE DESERT 
JACK NICKLAUS GOLF 
JET 

JET FIGHTER 
JOAN OF ARC 
JUMP JET 
KICK OFF 

KENNY DALGLISH SOCCER II 
KICK OFF EXTRA TIME 


ST AMIGA 5V4 3V2 

16 99 16.99 16.99 16.99 
16 99 16.99 16.99 - 

21 99 21.99 
1399 1399 - 

- 23 99 23 99 
1699 1699 1699 1699 

1699 1699 2499 2499 


’199 1699 - 

1399 1399 

•698 *699 1699 1699 


3750 3750 
1495 1495 1495 - 

1495 1495 ’495 
’399 1199 1399 
’699 ’699 - 

1399 1699 

1299 1299 1299 1299 

799 799 799 
’699 1699 1699 1599 
1499 1499 1699 1599 
•699 - 639 2399 2399 
1499 1499 

1699 169S 1999 1199 
1399 1399 1639 '599 
1599 1699 ' 639 ’699 
1699 1699 ’699 '599 


13.99 1399 

16.99 16.99 

16.99 1699 

17.99 1799 

13.99 16.99 
- 19.99 

16.99 16.99 1 

23.99 23.99 2 

7.99 7.99 

4.99 4.99 

12.99 12.99 1 

13.99 13.99 

7.99 7.99 


1359 

1659 

1639 1559 


KING OF CHICAGO 
KINGS QUEST PACK 1,2&3 
KINGS QUEST IV 
KRISTAL 
LASER SQUAD 
LAST NINJA II 
LEADERBOARD BIRDIE 
LEISURESUIT LARRY 
LEISURESUIT LARRY II 
LOMBARD RALLY 
LOST PATROL 
LIVERPOOL 
Ml TANK 

Ml TANK PLATOON 
MANHUNTER IN SAN FRAN 
MARBLE MADNESS 
MICROPROSE SOCCER 
MIDWINTER 
MOONWALKER 
MANCHESTER UNITED 
MANIAC MANSION 
MUSCLE CARS 
MYTH 

NEU ROMANCER 

NEVERMIND 

NEW ZEALAND STORY 

NORTH AND SOUTH 

NINJA WARRIORS 

OIL IMPERIUM 

ONSLAUGHT 

OPERATION THUNDERBOLT 

OUTRUN 

P47 

PACLAND 

PACMANIA 

PAPERBOY 

P1CT10NARY 

PIRATES 

POUCE QUEST 1 OR 2 
POOLS OF RADIANCE 
POPULOUS 

POPULOUS PROMISED LANDS 

PLAYER MANAGER 

POWERDR1FT 

PRO TONIS TOUR 16.99 

RED LIGHTNING 

RED STORM RISING 

1699 

RK3C DANGEROUS 

msk 


24.99 24.99 24.99 24.99 

22.99 22.99 22.99 22.99 

17.99 9.99 17.99 17.99 

16.99 16.99 16.99 16.99 

13.99 16.99 16.99 

13.99 16.99 

16.99 16.99 16.99 16.99 

19.99 19.99 23.99 23.99 

16.99 16.99 16.99 16.99 

13.99 16.99 

12.99 12.99 12.99 

- 23.99 - 

- 27.99 27.99 

19.99 19.99 19.99 1999 

6.99 6.99 6.99 

16.99 16.99 16.99 

16.99 16.99 16.99 - 

16.99 16.99 16.99 
16.99 16.99 

16.99 16.99 16.99 16.99 
- 8.99 8.99 8.99 

16.99 16.99 16.99 16.99 
16.99 16.99 16.99 

16.99 16.99 - 

13.99 16.99 

16.99 16.99 

13.99 13.99 

16.99 16.99 

16.99 16.99 - 

13.99 16.99 

7.99 7.99 16.99 16.99 

16.99 16.99 16.99 

7.99 7.99 - 

8.99 8.99 

13.99 13.99 16.99 

16.99 16.99 16.99 16.99 

16.99 - 16.99 16.99 

16.99 16.99 16.99 16.99 

20.99 20.99 20.99 20.99 

16.99 16.99 16.99 16.99 


16.99 16.99 1 — 

19.99 19.99 19.99 

16.99 
16.99 

16.99 16.99 16.99 

13.99 13.99 16.99 


ROBOCOP 

R.V.F. HONDA 

ROCK N' ROLL 

SAMURAI 

SECONDS OUT 

SEVEN GATES OF JAMBALA 

SHADOW OF THE BEAST 

SHINOBI 

SHOOT EM UP CONST.KIT 

SILENT SERVICE 

SIM CITY 

SNOOPY 

SPACE ACE 

SPACE QUEST I OR II 

SPACE QUEST III 

SPACE HARRIER II 

STARGLIDER II 

STEVE DAVIS SNOOKER 

STRIP POKER 11 + 

STRIDER 

STUNT CAR RACER 
SUPER WONDERBOY 
SWORDS OF TWILIGHT 
SCAPEGHOST 
STORMLORD 
SWITCHBLADE 
SUPER CARS 
TABLE TENNIS 
TEST DRIVE II 
TIMES OF LORE 
THE CYCLES 
TOWER OF BABEL 
TRIVIAL PURSUITS 
TRIV PURSUITS NEW 
BEGINNING 
TUSKER 

TV SPORTS BASKETBALL 
TV SPORTS FOOTBALL 
TURBO OUTRUN 
TWIN WORLD 
ULTIMA V 
UMS I OR II 
UNTOUCHABLES 
VETTE 

WAR IN MIDDLE EARTH 

WATERLOO 

WILD STREETS 

WORLD CLASS LEADERBOARD 
XENON 2 


4.99 4.99 

12.99 16.99 

23.99 23.99 

13.99 13.99 

19.99 19.99 

16.99 16.99 
- 19.99 

16.99 16.99 

26.99 26.99 

16.99 16.99 

19.99 19.99 

13.99 13.99 

9.99 9.99 

13.99 13.99 

5.99 5.99 

16.99 16.99 

16.99 16.99 

13.99 16.99 

16.99 16.99 


26.99 26.99 

16.99 16.99 

19.99 19.99 


16.99 

16.99 - 

13.99 13.99 


13.99 13.99 

- 8.99 8.99 8.99 


I 16.99 16.99 
I 16.99 16.99 
I 16.99 16.99 


6.99 6.99 - 


13.99 15.99 15.99 15.99 

7.99 7.99 7.99 

16.99 16.99 16.99 16.99 


SPECIALS 


TITLE 

ALTERNATE REALITY 
MILLENIUM 2.2 
PACLAND 
PACMANIA 
STARGLIDER II 
CARRIER COMMAND 
HUNT FOR RED OCTOBER 
ROCKET RANGER 
TIME + MAGIK 
SPEEDBALL 
SORCEROR LORD 
FERNANDEZ MUST DIE 
PETER BEARDSLEY SOCCER 
DRAGON SPIRIT 
SHUFFLEPUCK CAFE 
RUNNING MAN 
THUNDERBIRDS 
SHADOWGATE 
FISH 

ASTERIX 


9.99 

9.99 

9.99 

8.99 


7.99 

4.99 
4.99 


BRIAN CLOUGHS FOOTBALL 

UNINVITED 

STRIP POKER 11 + 

SUPER HANG ON 

FLINTSTONES 

CHARIOTS OF WRATH 

SKIDOO 

AFTERBURNER 

R-TYPE 

TERRAPODS 

RINGS OF ZILFIN 

SAINT + GREAVSIE 

CASINO ROULETTE 

SUNDOG FROZEN LEGACY 

SECONDS OUT 

BLASTEROIDS 

MANHUNTER IN NEW YORK 
TV SPORTS FOOTBALL 
ROGER RABBIT 
POWERPLAY 


5.99 

4.99 

7.99 


3.99 

3.99 

4.99 


DAK.Y DOUBLE HORSE RACING 
CENTREFOLD SQUARES 

COLOSSUS CHESS X 
STEVE DAVIS SNOOKER 
MICKEY MOUSE 
POSTMAN PAT 
MINI GOLF 
TANGLEWOOD 

WORLD CLASS LEADERBOARD 

NEBULUS 

NETHERWORLD 

CYBERNOID II 

CRAZY CARS II 

SPITFIRE 40 

ACTION SERVICE 

OIOS 

DEJA VU 

LEGEND OF THE SWORD 
ELIMINATOR 


6.99 

4.99 

6.99 

4.99 
4.99 
4.99 


ROCKET RANGER 
KING OF CHICAGO 
SPEEDBALL 
POWER STRUGGLE 
INSIDER TRADER 
FIREZONE 
JUMP JET 
ESPIONAGE 
STAR WARS 
FINAL FRONTIER 
PHM PEGASUS 
MILLENIUM 

PRESIDENT IS MISSING 

CORRUPTION 

SUB BATTLE SIMULATOR 

DEFCOM 5 

DARK CASTLE 

FISH 

SINBAD 

DEMON STALKER 


PC5V2 PC3V4 
8.99 8.99 


ST OR AMIGA 

MAGNUM 4 ONLY 19.99 

Double Dragon, Batman Caped 
Crusader, 

Operation Wolf, Afterburner 

ST OR AMIGA 

PRECIOUS METAL ONLY 16.99 
Captain Blood, Xenon, 

Arkanoid II, Crazy Cars 

ST OR AMIGA 

LIGHT FORCE ONLY 18.99 

Voyager, R-Type, 

Batman Caped Crusader, IK+ 

ST OR AMIGA 

PREMIER COLLECTION ONLY 

12.99 

Exolon, Nebulus, Netherworld, 
Zynaps 

AMIGA ONLY 

COMPUTER HITS II ONLY 9.99 
Tetris, Black Shadow, Golden 

Path, Joe Blade 

ST ONLY 

COMPUTER HITS II 8.99 

Tetris, Joe Blade, 

Tau Ceti, Tracker 


A-MAX 

A-MAX WITH ROMS 
A.M.O.S. 

DEGAS ELITE * 

DELUXE PAINT III 

DELUXE PRINT II 

DEVPAC II 

FANTAVISION 

FIRST WORD PLUS 

METACOMCO BASIC 

MASTERSOUND 

MAVIS BEACONS TYPING 

PROTEXT V.4 

S.T.O.S. 

ST REPLAY 4 


STAMIG/'PC5 1 /2PC3V4 


I 44.99 


EDUCATIONAL 

DISCOVER MATHS 
DISCOVER NUMBERS 
DISCOVER THE ALPHABET 
FUN SCHOOL 2 UNDER 6 
FUN SCHOOL 2 6-8 
FUN SCHOOL 8* 


STAMIGAPC5V2PC3V4 

- 13.99 11.99 11.99 

- 13.99 11.99 11.99 

- 13.99 11.99 11.99 
12.99 12.99 12.99 12.99 
12.99 12.99 12.99 12.99 
12.99 12.99 12.99 12.99 

OUR RRP PRICE 


62.99 

12.99 

29.99 29.99 


COMPETITION PRO 5000 
COMPETITION CLEAR PRO 5000 
SPEEDKING WITH AUTOFIRE 
QUICKJOY II 

QUICKJOY SUPERBOARD 
CRUISER POLACK 

PROTEXT 4.2 
ST, AMIGA. PC 
ONLY 34 99 

PHOTON PAINT V.2 

AMIGA 

ONLY 29.99 


8.99 

19.99 

12.99 


8.99 

7.99 

15.99 

9.99 


EPYX PC 

5@ ONLY 16.99 

Pitstop II, Winter Games, 
Summer Games II 

TIME + MAGIK 

5V2 ONLY 9.99 

Adventures:- 
Lords of Time, 

Red Moon, 

The Price of Magik 

PC GOLD HITS 

5p2 ONLY 16.99 

3V4 ONLY 19.99 

Bruce Lee, 

World Class Leaderboard, 
Infiltrator, 

Ace of Aces 

CLASSICS 1 

5 fa OR 3‘/4 

All for only 12.99 

Space Invaders 

Glutton (Pacman) 

Breakout 

EPYX II . 

5V2 OR 3V4 ONLY 16.99 

World Games, 

Impossible Mission II, 

Street Sports Basketball 

CLASSICS II 

5fa OR 3'/4 

All for only 12.99 

Grand Prix 

Arnolds Maze Mania 

Pienggo (Pacman) 


PI.F.ASF. NOTF. SOME GAMES MAY NOT BE RELEASED AT THE SCHEDULED TIME. THESE WILL BE DESPATCHED WITHIN 24 HRS OF RELEASE SUBJECT TO AVAILABILITY. 


41 SOUTH STREET, LEIGHTON BUZZARD, BEDS, LU7 8NT TEL: 0525 377974 FAX: 0525 852278 
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ORDER FORM 
Please supply me with the following for 

Computer. 

Titles Price 


L 


DATE:. 

NAME:.... 
ADDRESS: 


.PosLCode. 


TEL: 


Please make cheques 
& PO payable to 

Turbosoft 


Orders under £5 please 
add 50p per item. Over 
£F5p&p FREE in UK. 
Elsewhere please add 
£1.50 per item 
N.B. Please state clearly 
mode of computer & 
also disc size when 
ordering 


LU 


MARCH 1990 































































This month Phil South takes a 
‘comic’ look at computer 
graphics and ends up seeing 
the serious side. 


Q 

v; 

pionea by p 
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o you can draw on a computer and all 
that, but in the end what can you 
actually do with it? Luckily for the 
| computer artist, the use of computers is 
growing daily in areas once cham- 
pioned by pencil and paper. Desk Top Publishing 
(DTP) is now employed in the construction of 
magazines, where the pages are made up on a 
computer and output from laser printers and 
phototypesetters. Even comic books aren’t safe 
now, as with the help of a package from Gold Disk 
called Comic Setter you can make up your own 
comics, using pages of ‘clip art’. But don’t get the 
idea that this is all new. 

Computer comics began a long time ago, with a 
guy called Mike Saenz and a comic called Shatter. 
Shatter was drawn on a computer (What kind of 
computer? A Macintosh actually), and then pasted 
up onto boards and coloured in. The comic is 
something of a collectors’ item these days, but 
copies are still available if you hunt around. 

Better still, look out for a copy of Michel Gotze’s 
Das Robot Imperium, which is done entirely on an 
ST (using Computer Aided Design software) and is 
a much better comic. After the success of Shatter, 
Saenz supplied the clip art for a program by 
Mindscape called Comicworks, an early forerun¬ 
ner of Comic Setter, although in my view much 
better (shame it was on the Mac, really!). Later he 
went on to do another comic, this time an Iron Man 
graphic novel for Marvel Comics. 

And now a new Batman book, Digital Justice, is 
in the news. Written and drawn by a guy called Pepe 
Moreno, this new graphic novel was also digitally 
drawn, and is out on paper right now, with CD-ROM 

HHHBlex backdrops for your characters can 
■^generated rather than drawn, like this 
frS|l from my own computer-drawn comic. 
Thebackground is made using a fractal scenery 
program on the Amiga, and the resultant IFF 
image combined with the drawn graphic (Bug 
(C) 1990 Psychic Detective Comix). 



and disk versions being worked on for the Mac and 
PC as we speak. 

Computers are all over the comics world now, 
Dave ‘Watchmen’ Gibbons has one, (see Pixel 
Patter) and the obscure Moebius even has an 
Amiga (his son’s actually), and uses it for graphics, 
although he’s yet to complete a published story with 
it. Oh, except the experimental page Ave in a 
French Heavy Metal magazine, called Metal 
Hurlant (literally ‘screaming metal’). Cyberpunkor 
what? 


ig comics on a computer is pretty much 
same as drawing them on a sheet of 
:ha 


rvawin* 

kvthe Scimiv HW ______ ___ 

paper. You draw your characters in black line 
drawings and then fill the areas within the lines 
with colour. To transfer images from other 
comics to adapt them, simply scan them with a 
hand scanner, or even photocopy them onto 
graph paper and put in the dots by hand (X-Men 
(C) 1990 Marvel Comics Group). 



a jnore realistic style is possible on com- 
puters, but you must then print out in colour 
separations on a phototypesetter in order to get 
tflPitlours and image quality right. Ink-jet 
printers are nice but they tend to approximate 
the colours using stipple effects, and so 
multi-coloured images with subtle colour 
changes like this look odd when printed. 




PIXEL PATTER 

A nyone who’s ever read 
a comic can’t have 
failed to spot the work of 
Dave Gibbons. His 
Watchmen series (pro¬ 
duced in collaboration 
with Alan Moore) put 
comics fairly and squarely into the big league and 
along with Frank Miller’s Dark Knight is 
responsible for comics being taken as seriously as 
books in the 90’s. It’s been awhile since we spoke to 
Dave, (see Issue 11: August ’89) and as he lives not 
too far away from me I nipped round to ask his 
opinion of electronic comics. 

Since you’ve had an Amiga, have you been 
tempted to do a comic like Digital Justice, where 
Pepe Moreno has scanned his images in and used 
computer techniques to enhance them? 

“I think that’s that way that I would go at it. I think 
trying to do a line drawing where you rely on fine 
control of the thing, it’s a very hard thing to do 
with a mouse. Perhaps with a graphics tablet 
and a pen or something it might be easier. I’d 
tend to sort of rough out the composition and 
then tweak it up, then you can get all the ruled 
lines absolutely straight. 

“The thing that I haven’t got into that I AM 
going to experiment with now is produce rather 
simple wire frame representations of things, 
and then you can actually manipulate them. 
Then you can find angles that wouldn’t occur to 
you out of your normal mental visualisation. 


Then either using the picture on the screen, or 
getting a simple blue printout, or one that you 
could put on a light box, just to get the basics of 
the composition. Particularly when you’re 
doing things which have got quite a comp¬ 
licated perspective. You can normally cons¬ 
truct perspective, but REAL perspective is a 
very hard thing to construct mechanically and 
you get distortions.” 

So you see its value as a possible future tool of your 
trade? 

“The thing that I do think is good about 
computer art is that you don’t necessarily have 
to be able to draw, in the way that say I can draw, 
to get satisfaction out of it. The other thing is of 
course that you can’t make a mistake. You can 
save a picture, work on it further, and if you 
don’t like it you can just go back to what you had 
before. And that is quite a liberating thing to 
know that no matter what you do you can’t do 
anything irreparable. 

“I can see from Digital Justice that you can 
produce the actual finished artwork on it, but I 
rather see at the moment that I would use it as a 
thing to produce working drawings or colour 
schemes. And as a recreational thing. One thing 
people like me don’t become is ‘Sunday 
painters’, you know. But it’s different enough 
doing it on a computer, that it actually gives you 
back some of the joy that you used to get when 
you did it for fun.” 






























































PREMIER MAIL ORDER 


TITLE 

ATARI 

ST 

AMIGA 

PC 

3D Pool 

11.99 

11.99 

_ 

688 Attack Sub 

— 

— 

19.95 

A-Max 

— 

134.95 

— 

A-Max with ROM 

_ 

249.95 

— 

Abrahams Battle Tank 

_ 

— 

19.95 

Afterburner 

13.99 

16.99 

— 

Airborne Ranger 

14.99 

14.99 

— 

Alien Legion 

16.99 

16.99 

— 

Alien Strike 

— 

3.99 

— 

APB 

12.99 

12.99 

— 

Action Fighter 

15.99 

15.99 

— 

Baal 

11.99 

14.99 

— 

Balance of Power 1990 

16.99 

16.99 

15.00 

Ballistix 

11.99 

11.99 

— 

Barbarian 2 Pal 

14.99 

14.99 

— 

Barbarian Pal 

7.99 

7.99 

— 

Bards Tale 2 


17.99 

19.95 

Batman Caped Crsdr 

11.99 

15.99 

— 

Battle Chess 

16.99 

16.99 

17.95 

Battle Squadron 

— 

13.99 

— 

Bermuda Project 

7.99 

7.99 

— 

Black Tiger 

13.99 

— 

— 

Blasteroids 

9.99 

9.99 

— 

Blood Money 

16.99 

16.99 

— 

Blood wych 

16.99 

16.99 

— 

Bombuzal 

9.99 

9.99 

— 

California Games 

16.99 

16.99 

— 

Capone 

17.99 

19.99 

19.99 

Carrier Command 

14.99 

14.99 

14.95 

Challenger 


3.99 

— 

Chronoquest 

Chuck Yeager AFT 

18.99 

18.99 

19.95 


— 

19.95 

Chuckie Egg 2 

11.99 

11.49 

— 

Cosmic Pirate 

11.99 

14.99 

— 

Craps Academy 

— 

7.99 

— 

Crazy Cars 2 

11.99 

14.99 

14.99 

Cybernoid 2 

11.99 

11.99 

— 

Conflict Europe 

16.99 

16.99 

— 

Day by Day 

19.99 

— 

— 

Degas Elite 

17.99 

— 

— 

Deluxe Music Con Set 

— 

49.99 

— 

Deluxe Paint 3 1 meg 

— 

49.99 

69.99 

Deluxe Photolab 

— 

49.99 

— 

Deluxe Print 2 

_ 

49.99 

— 

Deluxe Production 

_ 

89.99 

— 

Deluxe Video 

— 

49.99 

— 

Devpac 2 

55.99 

— 

— 

Digicalc 

35.99 

— 

— 

Dragon Ninja 

12.99 

15.99 

— 

Dragonslair 1 meg 

— 

29.99 

— 

Dungeon Master 

15.99 

15.99 

— 

Eliminator 

13.99 

13.99 

— 

Elite 

14.99 

14.99 

— 

Empire Strikes Back 

11.99 

11.99 

— 

FI 5 Strike Eagle 

14.99 

— 

14.95 

FI 6 Combat Pilot 

16.99 

16.99 

16.95 

Farenheit 451 

7.99 

— 

— 

Falcon FI 6 

16.99 

19.99 

24.95 

Falcon Mission Disk 1 

13.99 

13.99 

— 

Fantavision 

_ 

29.99 

— 

Fast Basic Disc 

31.99 

— 

_ 

Fast Basic Rom 

62.99 

— 

— 

Fast Break 

— 

16.99 

7.99 

Fed Free Traders 

19.99 

19.99 

— 

Ferrari Formula One 

16.99 

16.99 

19.95 

Financial Controller 

430.00 

— 

— 

Fish 

14.99 

14.99 

14.95 

Flairpaint 

32.99 

— 

- 

Fleet Street Editor 

110.00 

— 

— 

Flight Sim 2 

26.99 

26.99 

32.95 

Flight Disc 7 or 11 

13.99 

13.99 

— 

Flight Disc European 

13.99 

13.99 

19.95 

Flight Disc Japan 

13.99 

13.99 

19.95 

Flight Discs 1 to 7 

— 

— 

11.95 

Flying Shark 

14.99 

14.99 

— 

Fonts 

22.99 

— 

— 

Foot Man 2 Exp Kit 

8.99 

8.99 

8.99 

Football Director 2 

11.99 

11.99 

11.95 

Football Manager 2 
Foundations Waste 

11.99 

11.99 

11.95 

8.99 

8.99 

— 

Frightnight 

11.99 

11.99 

— 

Fun School 2 (6 to 8) 

15.99 

15.99 

15.99 

Fun School 2 (over 8) 

15.99 

15.99 

15.99 

Fun School 2 (under 6) 

15.99 

15.99 

15.99 

FI 5 Strike Eagle 

Farey Tale Adventure 

— 

— 

26.99 

_ 

13.99 

— 

Galactic Invasion 

— 

7.99 


Galaxy Force 

13.99 

16.99 

— 

Galdregons Domain 

Garfield Winter 

12.99 

12.99 

— 

12.99 

12.99 

— 

GFA Basic VS 

59.99 

— 

— 

GFL Football 

_ 

— 

9.99 

Golden Path 

7.99 

7.99 


Goldrunner 

7.99 

7.99 

_ 

Grand Prix Circuit 

_ 

16.99 

— 

Gunship 

14.99 

14.99 

25.95 

Hawkeye 

12.99 

12.99 

— 

Hellfire Attack 

9.99 

9.99 

— 

Helter Skelter 

9.99 

9.99 

— 

Heroes of Lance 

16.99 

16.99 

16.95 

Hi-soft Basic 

75.99 

— 

— 

Hitchikers Guide 


_ 

9.99 

Home Accounts 

22.99 

— 

_ 

Hostages 

14.99 

14.99 

14.99 

Hunt For Red October 

14.99 

14.99 

— 

Hybris 


19.99 

— 

Indy Jones/Action 

13.99 

13.99 

13.99 

Indy Jones/Adventure 

16.99 

16.99 

16.99 

Insanity Flight 

— 

7.99 

— 

Interceptor 

— 

15.99 

— 

Int Karate + 

13.99 

16.99 

— 

Jack Nicklaus Golf 

15.99 

15.99 

— 

Jet 

26.99 

26.99 

26.95 

Joan of Arc 

13.99 

16.99 

13.95 

Jordan vs. Bird 

_ 

— 

17.99 

Karting Grand Prix 

7.99 

— 

—- 

Kennedy Approach 

Kick Off 

14.99 

11.99 

14.99 

11.99 


Kind Words 2 

— 

34.99 

— 

King of Chicago 

16.99 


9.99 

Kings Quest 4 

21.99 

21.99 

_ 

Kristal 

17.99 

17.99 

19.95 

Kult 

14.99 

14.99 

14.99 

L’board Birdie 

13.99 

16.99 

— 

Leather Goddess 



9.99 

Legend of Djel 

16.99 

16.99 

— 

Leisure Suit Larry 1 or 2 

19.99 

19.99 

19.99 

Lesiure Suit Larry 1 or 2 

6.99 

6.99 

6.99 

Hint Books 

Licence to Kill 

12.99 

12.99 

12.99 

Life and Death 

16.99 

16.99 

16.99 

Lombard RAC Rally 

14.99 

14.99 

16.99 

Lords of the Rising Sun 

— 

19.99 

— 

Light Force 

16.99 

16.99 

— 

Manhattan Dealer 

11.99 

14.99 

14.95 

Maria Whittaker 

9.99 

9.99 

9.99 

Masters of Universe 

9.99 

_ 


Mastersound 

32.99 

_ 

_ 

Mayday Squad 

11.99 

12.99 

- 


TITLE 

ATARI 

ST 

AMIGA 

PC 

Menace 

11.99 

12.99 

- 

Microprose Soccer 

14.99 

14.99 

15.99 

Mike the Dragon 

— 

3.99 

— 

Millenium 2.2 

16.99 

16.99 

16.99 

Mindshadow 

7.99 

— 

— 

Mini Office Comms 

16.99 

_ 

— 

Mini Office Personal 

— 

— 

22.95 

Mini Office Spread 

16.99 

_ 


Montezumas Revenge 

— 

— 

6.99 

Moonmist 

7.99 

— 

— 

Motor Massacre 

13.99 

13.99 

— 

Mr Heli 

15.99 

15.99 

— 

Navy Moves 

13.99 

16.99 

16.99 

Nebulus 

13.99 

17.99 

— 

Netherworld 

13.99 

17.99 

— 

Necromancer 


_ 

19.95 

New Zealand Story 

13.99 

16.99 

— 

Nighthunter 

13.99 

— 

— 

Northstar 

9.99 

— 

— 

Ninja Warriors 

13.99 

13.99 

— 

North and South 

16.99 

16.99 

— 

Operation Hormuz 

12.99 

12.99 

12.99 

Operation Neptune 

14.99 

14.99 

14.95 

Operation Wolf 

11.99 

14.99 

11.95 

Outrun 

8.99 

8.99 

— 

Onslaught 

Pacland 

16.99 

11.99 

16.99 

11.99 


Paperboy 

12.99 

12.99 

— 

Per Finance Manager 

27.99 

— 

— 

Personal Pascal 

75.99 

— 

_ 

Peter Beardsley Soccer 

12.99 

7.99 

— 

Phalanx 2 

_ 

3.99 

— 

Phantom Fighter 

— 

7.99 

— 

Phobia 

9.99 

9.99 

— 

Pioneer Plague 

Pirates 15.99 

— 

14.99 

_ 

_ 



Police Quest 1 or 2 

16.99 

16.99 

16.99 

Police Quest 1 or 2 

Hint Books 

6.99 

6.99 

6.99 

'Pool of Radiance 

19.99 

19.99 

16.95 

Populous 

16.99 

16.99 

16.99 

Populous Promised Lands 

7.99 

7.99 

7.99 

Power Basic 

47.99 

_ 

— 

Powerdrome 

16.99 

16.99 

_ 

Precious Metal 

15.99 

15.99 

— 

Prison 

11.99 

11.99 

— 

Protext 

85.99 

— 

— 

PT 109 

— 

_ 

14.99 

Puffys Saga 

17.99 

— 

— 

Purple Saturn Day 

14.99 

14.99 

14.95 

'Player Manager 

12.99 

12.99 

_ 

Quantox 

— 

3.99 

— 

R Type 

Rack Em 

13.99 

16.99 

_ 

_ 

_ 

7.99 

Raider 

_ 

11.99 


Rainbow Island 

15.99 

15.99 

_ 

Rainbow Warrior 

15.99 

15.99 

_ 

Reach for Stars 

_ 

16.99 

17.95 

Red Heat 

12.99 

15.99 

— 

Red Storm Rising 

16.99 

— 

25.99 

Replay 4 

75.99 

— 

— 

Return to Genesis 

11.99 

11.99 

— 

Rick Dangerous 

15.99 

15.99 

— 

Road Blasters 

13.99 

13.99 

— 

Robocop 

12.99 

15.99 

12.95 

Rocket Ranger 

16 99 

19.99 

19.95 

Romantic Encounters 

— 

7.99 

— 

Run the Gauntlet 

11.99 

15.99 

11.99 

Running Man 

14.99 

14.99 

16.99 

RVF Honda 

14.99 

14.99 

— 

Sage Accountant 

160.00 

_ 

— 

Sage Accountant + 

260.00 

— 

— 

Sage Bookeeper 

105.00 

— 

— 

SDT (Activision) 

7.99 

— 

— 

SDI (Cinemaware) 

9.99 

— 

— 

Seastalker 

— 

7.99 

— 

Seconds Out 

_ 

7.99 

— 

Sentinel Worlds 

_ 


17.99 

Serve & Volley 

_ 

_ 

7.99 

Shoot Em Con Kit 

19.99 

19.99 

— 

Silent Service 

14.99 

14.99 

14.95 

Silkworm 

12.99 

12.99 

_ 

Skate or Die 

17.99 

17.99 

17.99 

Skullduggery 

7.99 



Sleeping Gods Lie 

Small Bus Accounts Cash 

14.99 

14.99 

14.99 

75.99 

_ 

_ 

Small Bus Accounts Xtra 

105.99 

_ 

_ 

Soldier of Light 

7.99 

_ 

_ 

Space Quest 1 or 2 

— 

_ 

16.99 

Spellbreaker 

— 

7.99 

— 

Starflight 

— 

— 

19.95 

Starglider 2 

14.99 

14.99 

14.95 

STOS 

19.99 

_ 

— 

STOS Compiler 

13.99 

_ 

— 

STOS Maestro 

16.99 

— 

— 

STOS Sprites 600 

11.99 

_ 

_ 

Street Fighter 

13.99 

16.99 

_ 

Strike Fleet 

— 

— 

16.99 

Strike Force Harrier 

7.99 

7.99 


Stuntcar Racer 

15.99 

15.99 

_ 

Sundoa 

Super Prof 

7.99 

230.00 



Superbase Personal 

_ 

59.95 

— 

Superbase Personal 2 

91.99 


_ 

Sword of Sodan 

_ 

14.99 

_ 

Star Wars Trilogy 

16.99 

16.99 

— 

Shinobi 

12.99 

12.99 

_ 

Shadow of Beast 


26.99 

_ 

Space Quest 3 

19.99 

26.99 

19.99 

Space Quest 1,2 or 3 

6.99 

6.99 

6.99 

Hint Books 

Space Ace 

27.99 

27.99 


Storm lord 

13.99 

13.99 

— 

Tass Times 

7.99 


— 

Teenage Queen 

11.99 

11.99 

— 

Testdrive 2 The Duel 

— 

21.99 

_ 

Tetra Quest 

_ 

7.99 

_ 

Thunderbirds 

16.99 

16.99 

_ 

Thunderblade 

13.99 

16.99 

— 

Time & Magik 

12.99 

12.99 

12.95 

Titan 

14.99 

14.99 

— 

T racers 

_ 

7.99 

_ 

Tracksuit Manager 

11.99 

11.99 

— 

Trantor 

7.99 

_ 

_ 

Trivia Trove 

3.99 

3.99 

_ 

TV Sports Football 

16.99 

17.99 

19.99 

Typhoon Thompson 

TKO 

11.99 

11.99 

7.99 

'Turbo Outrun 

13.99 

16.99 


Ultimate Golf 

16.99 

16.99 

13.99 

UMS Scenario 1 

8.99 

8.99 

8.95 

UMS Scenario 2 

8.99 

8.99 

8.95 

Uninvited 

11.99 



Univ Military Sim 

14.99 

14.99 

14.95 

Verminator 

14.99 

14.99 

14.95 

Vindicators (Domark) 

9.99 

9.99 

— 

Virus Killer 

— 

8.99 

— 

Vixen 

7.99 

7.99 

— 

Voyager 

12.99 

15.99 

- 


TITLE 

ATARI 

ST 

AMIGA 

PC 

W Class Leaderboard 


8.99 


W Gretsky Hockey 

— 

14.99 

_ 

War in Middle Earth 

14.99 

14.99 

— 

Waterloo 

14.99 

14.99 

14.99 

Weird Dreams 

14.99 

14.99 

14.99 

Wercs 

27.99 

_ 


Wercs + 

47.99 

_ 

_ 

Winter Olympiad 

Word Perfect 

222.99 

7.99 

- 

Word Up 

56.99 

_ 

_ 

Xenon 2 Megablast 

16.99 

16.99 

16.99 

Xenophobe 

15.99 

15.99 

_ 

Xybots 

12.99 

12.99 

_ 

Zac McKracken 

16.99 

16.99 

_ 

Zany Golf 

13.99 

16.99 

16.99 


NEW TITLES 



Austerlitz 

16.99 

16.99 

— 

Cabal 

13.99 

16.99 

— 

Chaos Strikes Back 

16.99 

_ 

— 

Chase HQ 

13.99 

16.99 

— 

Continental Circus 

13.99 

13.99 

— 

'AMOS 

— 

34.99 

— 

Double Dragon 2 
*F29 Retaliator 

13.99 

13.99 

_ 

16.99 

16.99 

— 

Ghouls and Ghosts 

13.99 

16.99 

_ 

It Came From The Desert 

— 

19.99 

_ 

It Came From Desert Data 

_ 

9.99 

_ 

'Golden Shoe 

13.99 

16.99 

— 

Hard Drivin 

13.99 

13.99 

4, 

'Lost Patrol 

13.99 

16.99 

_ 

Laser Squad 

Iron Lord 

12.99 

12.99 

— 

16.99 

16.99 

— 

*P47 

15.99 

15.99 

_ 

'Player Manager 

12.99 

12.99 

— 

'Space Ace 

26.99 

26.99 

— 

Maniac Mansion 

16.99 

16.99 

16.99 

'Midwinter 

15.99 

15.99 

15.99 

'Operation Thunderbolt 

13.99 

16.99 

— 

Powerdrift 

16.99 

16.99 

— 

Strider 

13.99 

13.99 

_ 

Super Wonder Boy 

14.99 

16.99 

— 

Toobin 

13.99 

13.99 

— 

*UMS 2 

15.99 

15.99 

15.99 

Untouchables 

13.99 

16.99 

— 

Ghostbusters 2 

16.99 

16.99 

— 

Altered Beast 

13.99 

16.99 

— 

Beach Volley 

13.99 

16.99 

_ 

'Xenomorph 

16.99 

16.99 

_ 

*lnt Arcade Action 

— 

9.99 

— 

'The Jetsons 

— 

16.99 

— 

*Dr Plummet 


16.99 

_ 

'Fire! 

13.99 

16.99 

— 

'Cavadar 

16.99 

16.99 

— 

Bomber 

21.99 

21.99 

26.99 

'Final Battle 

_ 

T6.99 


'TV Sports Basketball 

— 

19.99 

_ 

Blood wych Data 

9.99 

9.99 

— 

Magnum 4 

16.99 

16.99 

— 

The Cycles 


16.99 

— 

'Loom 

16.99 

16.99 

19.99 

'Betrayal 

16.99 

16.99 

16.99 

'Dynamite Debugger 


16.99 

— 

Future Wars 

16.99 

16.99 

_ 

Wild Streets 

16.99 

16.99 

— 

Kick Off Extra Time 

7.99 

7.99 

_ 

Batman the Movie 

13.99 

16.99 

— 

Hillsfar 

16.99 

16.99 


Fighting Soccer 

13.99 

16.99 

— 

Dynamite Dux 

13.99 

16.99 

— 

Pro Tennis Tour 

16.99 

16.99 

— 

Commando 

13.99 

13.99 

_ 

Dogs of War 

13.99 

13.99 

— 

Ml Tank Platoon 

— 

— 

26.99 

Curse of the Azure Bonds 

_ 

_ 

16.99 

Shufflepuck Cafe 

13.99 

13.99 

— 

Swords of Twilight 

— 

16.99 

— 

'Ivanhoe 

16.99 

16.99 

— 

Vette 

_ 

_ 

26.99 

'Cyberball 

13.99 

13.99 

- 

SPECIAL OFFERS 



Adv Rugby Sim 

4.99 


— 

Adv Ski Sim 

4.99 

4.99 

— 

Amegas 

— 

4.99 

— 

Archipelagos 

Armageddon Man 

9.99 

7.99 

9.99 

7.99 


Art of Chess 

7.99 

7.99 

-1 

Ballyhoo 

7.99 


— 

Bards Tale 1 

8.99 

8.99 

8.99 

Blackjack Academy 

— 

7.99 


Bmx Sim 

4.99 

4.99 

— 

Captain Blood 

4.99 

4.99 

_ 

Centrefold Squares 

9.99 

9.99 

— 

City Defence 

Colossus Chess X 


3.99 

— 

9.99 

9.99 

_ 

Dark Castle 

7.99 

7.99 

7.99 

Deflektor 

9.99 

— 

_ 

Deluxe Strip Poker 

9.99 

9.99 

_ 

Eagles Nest 

4.99 

4.99 

— 

Empire 

8.99 

8.99 

19.95 

Fast Lane 

— 

9.99 

_ 

Fernandez Must Die 

7.99 

7.99 


Fusion 

8.99 

8.99 

— 

Fortress Underground 


3.99 

— 

Garfield 

9.99 

9.99 

— 

Gladiators 

4.99 

4.99 

_ 

Hollywood Hijinks 

7.99 

— 

9.99 

Hollywood Poker 

Inc Shrink Sphere 

4.99 

4.99 

— 

7.99 

7.99 

_ 

Joe Blade 1 or 2 

4.99 

4.99 

— 

Las Vegas 

7.99 

_ 

— 

Little Computer People 

4.99 


— 

Live and Let Die 

— 

7.99 

— 

Manix 

_ 

7.99 

_ 

Mindfighter 

Nigel Mansell 

_ 

7.99 

— 

7.99 

7.99 

— 

Nitro Boost 

4.99 

4.99 

— 

Nord and Bert 


7.99 

7.99 

Outlaw 

4.99 

4.99 


Perry Mason 

7.99 

_ 

— 

Rampage 

— 

7.99 

— 

Return of the Jedi 

7.99 

11.99 

— 

Shadowgate 

Sidewinder 1 or 2 

9.99 

4.99 

9.99 

4.99 


Skychase 

7.99 

7.99 

_ 

Speedball 

10.99 

10.99 

19.99 

Spy v Spy 1 or 3 

7.99 

7.99 

— 

Steve Davis 

9.99 

9.99 

— 

Strip Poker 2+ 

9.99 

9.99 

_ 

Take em Up 

— 

9.99 

— 

Tank Attack 

9.99 

9.99 

_ 

TNT 

4.99 

4.99 


_ 

Treasure Island Dizzy 

4.99 

_ 

Warlocks Quest 

4.99 

4.99 

— 

Wishbringer 

7.99 


— 

Zork 1 or 2 

7.99 

— 

— 

Tetris 

7.99 

7.99 



Titles marked * are not yet available and will be sent on day of 
release. 

Please send cheque PO Access Visa number and expiry date to 

TRYBRIDGE LTD 

Dept TH011, 8 Buckwins Square. Burnt Mills. 


P&P inc UK on orders over £5.00. Less than £5.00 
and Europe add £1 per item. Elsewhere add £2.00 
per item for airmail. These offers available by MAIL 
ORDER only Telephone. 0268 590766 


Basildon. Essex SS13 1 BJ. Tel 0268 590766 


Please state make and model of computer when ordering. 
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J NEW U 
“BVTTER AGNUS” 
CHIP 

AVAILABLE NOW! 

ALSO 

1.3 ROMs ◄ 
Call for details ,■> 


ISSUE 3 JAN 97 


WITH FREE 
1 MEG DEMO 


£289 
£309 
£489 

£489 
£68 

2 MEG 

£40 £80 £150 

ALL PRICES INCLUDE VAT AND POSTAGE & PACKAGING 


A500TWOMEG 

(Internal... Mini Max+) 

A/B2000TWOMEG 

(Microbotics 8 Up) 

A/B2000 FOUR MEG 

(Microbotics 8 Up) 

A/B2000 HARD CARD 

(Microbotics Hard Frame with 
49Mb Drive 28MS) 

NEC FLOPPY DRIVE 

(3 5" with Switch and Through Port) 

A590 UPGRADE CHIPS 

HALF MEG 1 MEG 
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BYTHE TIME YOU READ THIS... 

Magazine deadlines are getting sillier. Most ads. 
are out of date by the time you read them. 

SO PHONE TODAY FOR DETAILS 
OF OUR NEW PRODUCT RANGE 
AND LATEST PRICES! 


A COLD-SORE INTERNATIONAL PUBLICATION 

NEXT YEAR’S NEWS - TODAY 


I SPENT A NIGHT AT 
BYTES MOTEL-ANP 

Even MOTHER would like these prices 


A500 HALF MEG 



TRADE ENQUIRIES WELCOME 


Send cheques to: Dept ONE 
Memory Expansion Systems Ltd. 

Britannia Buildings, 46 Fenwick Street, 
Liverpool L2 7NB 


(051) 236 0480 



(051) 236 0480 • 24 Hour Sales 
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Arcade ace Eugene 
Lacey revs up for race 
action with Taito’s 
answer to Super 
Hang-On and checks out 
the latest beat ’em ups, 
shoot ’em ups and alien 
terrors. 


Qpeed is all. Therefore the graphics suffer a certain 
demount to compensate, But it’s an effect that’s 
quickly gotten used to and after a couple of goes it’s 
easytoBeli 


easy to Believe that you’re on a real bike. 


Au 

Msn 

feel. 


uthentic handlebar steering and ‘hair-driers’ to 
Imulate the wind in your face, give WGP a realistic 




S NK launches a new breed of shoot ’em up with 
Search And Destroy. So what makes this life or 
death mission to rescue your buddies captured by 
invading aliens special? The answer is the 
intelligence of the weaponry and power-ups. 

The best of these power-ups is the Homing Gun, 
which causes a black hole to appear and sucks all 
the attackers into it. There is also a variety of hand 
pistols to experiment with and three types of secret 
weapon. 

You control your man using an eight-way rotating 
lever which enables you to swivel him through 360 
degrees as well as giving him directional 
movement. Two further buttons enable him to jump 
and fire. 

Search And Destroy could prove difficult to 
convert to the home computer because of the 
swivelling hand-controller, as without this feature it 
would lose a lot of its appeal. 


"The brave fighter uses his Homing Gun to dispatch 
I another alien. 

Two players can fight at the same time. Once this 
I giant alien catches you in its spotlights laser death 
follows instantly. 


NICE AND BREEZY 


T aito has gone for realism in a big way with its latest ‘leg over’ motorbike game WGP - mostly due to the 
rush of wind which you feel in your face from two strategically placed ‘hair-driers’ mounted below the 
screen. 

The realism is heightened by the pneumatic handlebars which are programmed to function like a real bike: 
you have to literally pull the machine over to take bends, with your kneecaps skimming dangerously close to 
the road just like a real TT racer. 

Standard race information is provided - including the number of laps completed, position, speed and time. 
The gimmicks are fun and the sensation of speed is there, but WGP lacks the overall playability and 
imagination in the graphics department to become a real racing classic. 

One thing though, if it is converted it could give rise to the first 16-bit hair-drier interface! 

































Tb©|fain battle makes for one of the toughest 
I scenes. The timing of jumps and kicks must be 
carefully worked out, taking into consideration the 
trails movement. 


CANINE CAPERS 


FOOTIE WARMS UP 
FOR ITALY 


it’s been around since the early days, but soccer 
I has never quite made the same impact in the 
arcades as it has on the home machines. This 
year’s World Cup looks set to change all that, with 
Tecmo scoring the opening goal by nabbing the 
official licence (even so, this may be closely 
challenged by both Sega and Taito, who are 
believed to have soccer games in development for 
a Summer launch). 

As for the home versions of the Tecmo effort, 
no-one has signed up the title as yet, but a number 
of companies are in contention, with Elite being the 
current favourites. 


if you thought that every conceivable beat ’em up 
I idea had been used, then prepare yourself for a 
shock... you hadn’t reckoned on the influence of 
TV’sOneManAndHisDog:Sega’sdesignersmust 
have been watching it when they came up with this 
‘Ninja and his mutt’ storyline for Shadow Dancer. 

Here, your trusty canine pal battles alongside you 
through 15 levels of punching action where the bad 
guys have infiltrated the metropolis and planted 
bombs in the city streets. 

All the standard Ninja weaponry is at your 
disposal, including a sword and club. And you need 
all the help you can get to defeat the terrorists and 
their army of hired thugs. 

It’s nothing new, but it is a very impressive 
rendition of this ever-popular game type. 


Still with World Cup fever, US Gold is to produce a 
game sporting the official FIFA endorsement (it’s 
unclear how this differs from Tecmo’s licence), 
while Grandslam and Activision have related 
projects in the pipeline. 


BIG THREE FEEL 
THE HEAT 


A ctivision, US Gold and Ocean’s virtual domina¬ 
tion of the coin-op licence game looks set to be 
severely shaken this year as a powerful newcomer 
enters the fray and a seasoned campaigner returns 
to the scene with renewed vigour. 

The newcomer is Electrocoin - Europe’s biggest 
distributor of coin-ops and the UK’s largest 
manufacturer. The London-based company has 


The action takes place against a brilliantly drawn 
I cityscape with airports (where the terrorists’ 
attack^ intensify), moving trains and subways. A 
sem»-3D feeling of depth creates impressive horizons, 
lifting Shadow Dancer above the countless mediocre 
beat ’em ups currently littering the arcades. 

three projects on the boil: two of which have yet to be 
announced, but the third is the popular SNK shoot 
’em up, Time Soldiers. 

The old campaigner is Elite, a company which 
has scored in the past with such big names as Ikari 
Warriors, Ghosts ’n’ Goblins and Paperboy. One 
of the titles is Tecmo’s World Cup effort (see 
above), but once again the other two are remaining 
undisclosed for the moment. When asked if they 
came from any of the big name companies, an Elite 
spokesperson offered: “They don’t come any 
bigger.” The mind boggles. 

Going back to the three ‘majors’, Activision has 
four strong titles lined up for later this year: R-Type 
II, Dragon’s Breed, Ninja Spirit and Atomic 
Robo-Kid; US Gold continues to hit the CapCom 
trail with UN Squadron, Dynasty Wars and 
(possibly) Strider II; while Ocean looks set to 
continue leading the field with RoboCop II (the 
film’s due in August), Shadow Warrior, Secret 
Agent and - at long last - Andrew Braybrook’s 
standard-setting conversion of Rainbow Islands. 


STACKS 

OFKLAX 


white tiles have been successfully stacked 
making a Klax. 

\ A/ith Tetris continuing to sweep all before it with a new gambling cabinet in the arcades and a new home 
V V version for the Sega MegaDrive, the coin-op boys appear to have finally got the message: stack ’em 
ups sell. 

The latest company to take a crack at the stack is Atari with Klax (See Work I n Progress, page 33) . Here, the 
aim is to match shapes and complete whole lines - but there are a number of new frills to keep the interest 
level high. 

The play area is a full-colour chequered board. Coloured tiles flip towards the player, and the idea is to stack 
them in colour-matched piles or diagonal lines of three. 

Once you complete a line - a Klax - .. disappears, earning bonus points, and leaving more room to form 
new Klaxes. And, like Tetris, the further you get into the game, the speed of the approaching tiles increases. 
Unlike Tetris though, you can flip the tiles back up the screen, enabling you to stack another of the correct 
colour. But you must be careful as a Drop Meter registers each tile you fail to catch - and if this number gets 
too high, it’s all over. 



































































24 HR 
HOTLINE 
0407 50609 


'STfOjI FliTIlWIlAllRIIE 

1 UPPER PARK STREET, HOLYHEAD, GWYNEDD LL65 1HA 

IMMEDIATE DELIVERY OF STOCK ITEMS BY FIRST CLASS POST 


NEW TITLES 
SENT DAY 
OF RELEASE 


688ATTACKSUB. 

A.P.B. 

ACTION FIGHTER. 

AFTERTHEWAR. 

ALTEREDBEAST. 

AQUANAUT. 

ARCHIPELAGOS. 

BADCOMPANY. 

BALANCE OF POWER 1990 
BALLISTIX.. 


BATMAN THE MOVIE. 

BATTLEHAWKS1942. 

BATTLE OF AUSTERLITZ.. 

BATTLE SQUADRON. 

BEACH VOLLEY. 

BETRAYAL.. 


BEVERLYHILLSCOP. 

BLACKCAULDRON. 

BLADE WARRIOR. 

BLASTEROIDS. 

BLOODWYCH. 

BLOODWYCH DATA DISK. 

BLOOD MONEY. 

BOXING MANAGER. 

BRIDGE PLAYER 2150. 

BUFFALO BILL'S RODEO. 

CABAL. 

CALIFORNIAGAMES. 

CARRIERCOMMAND. 

CASTLE WARRIOR. 

CHAMBERSOFSHAOLIN. 

CHAOS STRIKES BACK. 

CHARIOTS OF WRATH. 

CHASEHQ. 

CHESSMASTER2100. 

CHICAGO 90. 

COLOSSUSCHESS10.. 

COMMANDO. 

CONFLICTS EUROPE. 

CONTINENTALCIRCUS. 

COSMIC PIRATE. 

CRAZYCARS2. 

CURSEOFAZUREBONDS. 

CYBERBALL. 

DAILYDOUBLEHORSLRACING 

DARIUS +..... 

DAYS OFTHEPHARAOH. 

DAYOFTHEVIPER. 

DEBUT. 

DEJAVU2. 

DEMONSTOMB. 

DELUXESTRIPPOKER. 

DOMINATOR. 

DOMINION. 

DOUBLE DRAGON 1 OR2. 

DRAGONS BREATH. 

DRAGONS OF FLAME. 

DRAGON-NINJA. 

DRAGON SPIRIT. 

DRAKKHEN. 

DR DOOM'S REVENGE. 

DUNGEON MASTER. 

DYNAMIC DEBUGGER. 

DYNAMITE DUX. 

EAGLES RIDER.. 

ELITE. 

EMPORER OFTHE MINES. 

EYEOFHORUS. 

FI 5 STRIKE EAGLE 2. 

F16COMBATPILOT. 

FI 6 FALCON. 

FI 6 FALCON MISSION DISK. 

FI 9STEALTH FIGHTER. 


AMIGA 

13.75 

16.75 

13.75 

13.75 

16.75 
16.75 
16.75 

16.75 

13.75 

16.75 
16.75 
16.75 
16.75 
16.75 
16.75 
16.75 
16.75 
16.75 
16.75 
16.75 

9.90 

16.75 

13.75 
19.90 

16.75 

16.75 

13.75 

16.75 
16.75 

16.75 

13.75 

16.75 
16.75 

16.75 

13.75 

16.75 

13.75 

16.75 

13.75 

16.75 

16.75 

13.75 
13.75 

13.75 

16.75 
16.75 
16.75 

16.75 

13.75 
13.75 
13.75 

13.75 

19.90 

16.75 

16.75 

13.75 
19.90 

16.75 

16.75 

16.75 

16.75 
16.75 
16.75 
16.75 
16.75 

16.75 
19.90 

13.75 

16.75 


ST PC*'/' PC3 Vl 
- 19.90 19.90 

13.75 

16.75 

13.75 

13.75 

16.75 
16.75 
16.75 
16.75 


F29RETALIATOR... 

FALLENANGEL... 


FERRARI FORMULAONE. 

FIENDISH FREDDY'S BIGTOP .. 

FIGHTER BOMBER. 

FIRST CONTACT... 


13.75 

16.75 
16.75 
16.75 

16.75 

13.75 

16.75 

9.90 

16.75 

13.75 
19.90 

16.75 

13.75 

13.75 

16.75 

16.75 

13.75 

13.75 

16.75 

13.75 

16.75 

13.75 

16.75 

13.75 

16.75 

13.75 

16.75 

16.75 

13.75 
13.75 

13.75 

16.75 
16.75 
16.75 

16.75 

13.75 
13.75 

13.75 

16.75 

13.75 

19.90 

16.75 

13.75 

13.75 
19.90 

16.75 
16.75 

16.75 

13.75 

16.75 
16.75 
16.75 
16.75 

16.75 

16.75 

13.75 

16.75 


19.90 

- 

16.75 

16.75 

16.75 


16.75 

16.75 

19.90 

19.90 

16.75 

_ 

16.75 


16.75 


16.75 

16.75 

16.75 

— 

16.75 

- 

16.75 

16.75 

19.90 

- 

16.75 

~ 

16.75 

16.75 

16.75 

- 

16.75 

— 

16.75 

- 

16.75 

16.75 

16.75 

16.75 

19.90 

19.90 

16.75 

16.75 

13.75 


16.75 

- 

13.75 

13.75 

16.75 

_ 

16.75 

_ 

19.90 

19.90 

16.75 

16.75 

16.75 

- 

16.75 

- 

19.90 

_ 

19.90 

19.90 

i 16.75 

16.75 

i 24.90 

- 

i 29.90 

29.90 


FOOTBALL MAN. 2 GIFTPACK.. 

FORGOTTEN WORLDS. 

FUTURE WARS. 

G. LINEKERS HOTSHOT. 

GAMES SUMMER EDITION. 

GAZZA'S SUPER SOCCER. 

GEMINIWING. 

GHOSTBUSTERS 2. 

GHOULS ANDGHOSTS. 

GRIDIRON. 

GUNSHIP... 

H. A.T.E. 

HARDDRIVIN'. 

HAWKEYE.. 


HEROESOFTHE LANCE.. 

HIGHWAYPATROL. 

HIGHSTEEL. 

HILLSFAR... 

HONDARVF... 


HUMAN KILLING MACHINE. 

INDIANAPOLIS 500. 

INDIANA JONES ADVENTURE.. 

INDYLASTCRUSADE. 

INFESTATION... 

IRON TRACKER. 

IT CAME F.T.DESERT0 MEG). 

K.DALGLISHSOC.MANAGER ... 

KICKOFF. 

KICKOFF EXTRATIME. 

KINGS QUESTTRIPLE PACK. 

KNIGHTFORCE. 

KRISTAL. 

KULT. 

LASERSQUAD. 

LASTNINJA2. 

LOMBARD RAC RALLY. 

LORDS OFTHE RISING SUN. 

LOST PATROL. 

Ml TANKPLATOON. 

MAGIC MARBLES. 

MICROPROSE SOCCER. 

MIDWINTER. 

MILLENIUM2.2. 

MOONWALKER. 

MRHELI.. 


NEVERMIND. 

NEWZEALANDSTORY. 

NINJA WARRIORS. 

NORTHANDSOUTH. 

OILIMPERIUM. 

ONSLAUGHT. 

OOZE. 

OPERATION THUNDERBOLT.. 

OPERATION WOLF. 

OUTLANDS. 

P47THUNDERBOLT. 

PACMANIA. 

PAPERBOY. 

PASSING SHOT. 

PHOBIA. 

PICTIONARY. 

PIRATES.. 


PLAYER MANAGER. 

POOLOFRADIANCE. 

POPULOUS. 

POPULOUS PROM. LANDS... 
POWERBOAT USA. 


AMIGA 

ST 

PC5V4 


16.75 

16.75 

- 

- 

13.75 

13.75 

— 

— 

16.75 

16.75 

16.75 

16.75 

19.90 

19.90 

— 

— 

19.90 

19.90 

24.90 

— 

— 

16.75 

— 

— 

13.75 

13.75 

13.75 

— 

13.75 

13.75 

13.75 

- 

16.75 

16.75 

— 

— 

13.75 

13.75 

— 

— 

13.75 

13.75 

— 

— 

16.75 

16.75 

— 

— 

13.75 

13.75 

— 

— 

16.75 

13.75 

— 

— 

13.75 

13.75 

— 

— 

16.75 

16.75 

— 

— 

16.75 

16.75 

24.90 

24.90 

13.75 

13.75 

— 

— 

13.75 

13.75 

16.75 

16.75 

13.75 

13.75 

— 

— 

16.75 

16.75 

16.75 

16.75 

16.75 

16.75 

16.75 

— 

13.75 

13.75 

— 

— 

16.75 

16.75 

16.75 

16.75 

16.75 

16.75 

— 

- 

13.75 

13.75 

19.90 

— 


— 

16.75 

— 

16.75 

16.75 

16.75 

— 

13.75 

13.75 

13.75 

— 

16.75 

16.75 

— 

— 

13.75 

13.75 

- 

- 

19.90 

— 

— 

— 

13.75 

13.75 

— 

— 

13.75 

13.75 

— 

— 

6.90 

6.90 

— 

— 

24.90 

24.90 

24.90 

— 

16.75 

16.75 

16.75 

16.75 

19.90 

19.90 

19.90 

19.90 

16.75 

16.75 

16.75 

— 

13.75 

13.75 

— 

— 

16.75 

16.75 

16.75 

— 

16.75 

16.75 

16.75 

16.75 

19.90 

— 

— 

— 

16.75 

13.75 

— 

— 



29.90 

29.90 

16.75 


— 

— 

16.75 

16.75 

16.75 

— 

16.75 

16.75 

24.90 

24.90 

16.75 

16.75 

16.75 

— 

13.75 

13.75 

- 

- 

16.75 

16.75 

— 

— 

13.75 

13.75 

16.75 

— 

16.75 

13.75 

— 

— 

13.75 

13.75 

— 

— 

16.75 

16.75 

— 

— 

16.75 

16.75 

16.75 

— 

16.75 

16.75 

— 

— 

16.75 

16.75 

16.75 

— 

16.75 

13.75 

— 

— 

16.75 

13.75 

— 

— 

13.75 

13.75 

■ — 

— 

16.75 

16.75 

16.75 

— 

13.75 

13.75 

— 

— 

13.75 

13.75 

16.75 

— 

13.75 

13.75 

— 

— 

13.75 

13.75 

— 

— 

16.75 

16.75 

— 

— 

16.75 

16.75 

— 

— 

13.75 

13.75 

— 

— 


— 

19.90 

— 

16.75 

16.75 

16.75 

16.75 

6.90 

6.90 

— 

— 

- 

16.75 

16.75 

- 


POWERDROME. 

POWER DRIFT. 

PREDATOR. 

PROTENNISTOUR. 

PSYCHO KILLER. 

QUARTZ. 

R-TYPE. 

RAINBOWWARRIOR. 

REDHEAT. 

RED LIGHTNING. 

RENEGADE3. 

RICKDANGEROUS. 

RISK. 

ROBOCOP. 

ROCK'N'ROLL. 

RUNNING MAN. 

RUN THE GAUNTLET. 

SCRABBLEDELUXE. 

SEVEN GATES OF JAMBALA. 

SHADOWOFTHEBEAST. 

SHINOBI. 

SHOOTEM UPCONS.KIT. 

SHUFFLEPUCKCAFE. 

SILKWORM. 

SIM CITY. 

SLEEPINGGODSLIE. 

SPACE ACE..... 

SPACE HARRIER 1/2. 

STARGLIDER2. 

STAR BLAZE. 

STEVE DAVIS SNOOKER. 

STORY SO FAR VOL 1/3. 

STRIDER. 

STRYX. 

STUNTCARRACER. 

SUPERCARS. 

SUPER LEAGUE SOCCER. 

SUPERQUINTET. 

SUPER WONDERBOY. 

SWORDS OFTWILIGHT. 

TANK ATTACK. 

TARGHAN. 

TEST DRIVE 2 ... 

THREEDPOOL. 

THUNDERBIRDS. 

TIME. 

TINTINONTHEMOON. 

TOOBIN. 

TOWER OF BABEL. 

TRIAD 2. 

TRIV.PURSUIT/T.P.NEWBEG.. 

TURBOOUTRUN. 

TV SPORTS FOOTBALL. 

TWINWORLD. 

ULTIMATE GOLF. 

UNTOUCHABLES. 

VIGLILANTE. 

VOYAGER. 

WARP. 

WAR IN MIDDLE EARTH. 

WATERLOO. 

WAYNE GRETSKYHOCKEY. 

WEC LE MANS. 

WEIRDDREAMS. 

WICKED. 

WILDSTREETS. 

X-OUT. 

XENOMORPH. 

XENON 2 MEGABLAST. 

XENOPHOBE. 

XYBOTS. 


AMIGA 

16.75 

16.75 

16.75 

16.75 

13.75 

16.75 
16.75 
16.75 
16.75 

19.90 
16.75 

16.75 

13.75 

16.75 

13.75 

16.75 

16.75 

13.75 

16.75 

24.90 

13.75 

19.90 
13.75 
13.75 

13.75 

16.75 

31.90 
16.75 

16.75 

13.75 

13.75 

16.75 

16.75 

13.75 

16.75 

13.75 

16.75 
16.75 
16.75 
16.75 
16.75 
16.75 
16.75 
16.75 

16.75 

19.90 

13.75 

16.75 

16.75 

13.75 

13.75 
19.90 

16.75 
16.75 
16.75 
10.95 
16.75 

16.75 

13.75 

16.75 
19.90 
16.75 
16.75 
16.75 
16.75 
16.75 
16.75 
16.75 

16.75 

13.75 


ST 

PC5V4 

16.75 

16.75 

13.75 

16.75 

16.75 

— 

16.75 

16.75 

16.75 

_ 

13.75 

— 

16.75 

— 

13.75 

— 

19.90 

19.90 

13.75 

— 

16.75 

16.75 

13.75 

16.75 

13.75 

13.75 

13.75 

— 

16.75 

— 

13.75 

— 

13.75 

16.75 

13.75 

19.90 

13.75 

I 

19.90 

— 

13.75 

— 

13.75 

— 

13.75 

13.75 

16.75 

16.75 

13.75 

_ 

16.75 

24.90 

13.75 

— 

13.75 

— 

16.75 

— 

13.75 

— 

13.75 

— 

16.V5 

16.75 

13.75 

— 

16.75 

— 

16.75 

— 

13.75 


16.75 

16.75 

16.75 

16.75 

16.75 

16.75 

16.75 

— 

16.75 

— 

19.90 

— 

13.75 

13.75 

16.75 

16.75 

16.75 

_ 

13.75 

— 

13.75 

— 

16.75 

19.90 

16.75 

16.75 

16.75 

— 

10.95 

— 

13.75 

— 

13.75 

— 

13.75 

16.75 

16.75 

16.75 

— 

19.90 

13.75 

— 

16.75 

16.75 

13.75 

— 

16.75 

16.75 

16.75 


16.75 

16.75 

16.75 

— 

13.75 

- 


: Compilations: 


Games, 720 


Bio Challenge, IK+, R-Type, Voyager 

MAGNUM4.. 


Afterburner, Batman Caped Crusader, Double 


AMIGA 

ST 

. 19.90 

a 

19.90 

.. 16.75 

16.75 

.. 16.75 

16.75 


PRECIOUS METAL. 16.75 

Arkanoid 2, Captain Blood, Crazy Cars, Xenon 

PREMIERCOLLECTION1. 19.90 

Exolon, Nebulus, Netherworld, Zynaps 
PREMIERCOLLECTION 2. 19.90 19.90 

Backlash, Custodian, Eliminator, Mercenary 


AMIGA 

ST 

16.75 

16.75 

19.90 

19.90 

19.90 

19.90 


STARWARSTRILOGY. 16.75 

Star Wars, Empire Strikes Back, Return of the 
Jedi 


AMIGA 

ST 

16.75 

16.75 

13.75 

13.75 


Blasteroids, Impossible Mission 2, LED Storm, 
Thunderblade 


tan Cape< 
Dragon, Operation Wolf 


UK AND BFPO DELIVERY FREE, ELSEWHERE E2.00/GAME FOR EXPRESS AIRMAIL 
PLEASE MAKE CHEQUE/PO PAYABLE TO KEY SOFTWARE 

....mu...mu.mil........ilium in. . . . .‘I 

ORDER FORM (PLEASE PRINT) 

GAME _ COST_ 

Name. 


STATE COMPUTER 


SEND TO: KEY SOFTWARE, 1 UPPER PARK ST., HOLYHEAD, G WYNEDD LL65 1HA 



MARCH 1990 






















































































































































































































MARCH 1990 



AMIGA PUBLIC DOMAIN 


More than 300 Titles (some in-house not available elsewhere) 
Games Utilities Demos etc. £1.99 each. Send S.A.E. for typed 
list + blank disc if you require our Catalogue/Games Disc. 
Or call in our shop STEWART ELECTRONICS (Micros & 
Music) 85 Penny Meadow, Ashton-under-Lyne, Lancs. 
OL6 6EL Tel: 061-339 0504 
Access/Visa Welcome 

Computers, Disk Drives, Printers, MIDI Keyboards etc. 
Commodore A50I Memory Expansions with Clock 99 


RIVERDENE PDL 

63 Wintringham Way, Purley on Thames, Reading, Berkshire RG8 8BH, 
Tel (0734) 428492 Fax (0734) 451239 
ACCESS AND VISA WELCOME 


AMIGANUTS UNITED 


(EST 1987) 

FED UP PAYING OVER THE ODDS FOR AMIGA PD/SHAREWARE 
PROGS? 

WHY NOT JOIN THE THOUSANDS OF SATISFIED CUSTOMERS THAT 
ARE IN THE KNOW? 

OUR PRICES START FROM ONLY FIFTY PENCE, SELECTED FREEBIES 
WITH EVERY TEN 

NO HIDDEN FEES, NO MEMBERSHIP TO PAY 
HUNDREDS OF UTILITIES/GAMES/DEMOS 
FOR A COPY OF THE MAIN 1990 AUTO-BOOTING DIRECTORY DISK 
(WHICH ALSO CONTAINS THREE NICF GAMES) 

SEND 1.75 P/Order or Cheque payable to: RAY BURTFR0ST. 

169 Dale Valley Rd, Hollybrook, Southampton. SOI 6QX. 

AND FIND OUT WHY YOU ARE PAYING TOO MUCH FOR PD 


Swap your used or completed Amiga and 
Atari ST programs. FREE MEMBERSHIP. 
The economical way to serve your hobby. 
Don’t leave programs on the shelf collecting 
dust. Get replacements to suit your tastes in 
software for a fraction of the cost of new 
programs. How? - Just send a SAE for full 
details to: 

UK Software Exchange 
Club (THO) 

15 Tunwell Greave, 

Sheffield, S5 9GB 


NOVA PD CLUB 

The Spirit of Amiga PD 
All popular collections plus the latest demos 
ALL DISKS £2.00 OR LESS!!!! 

Two Disk Catalogue - £2.00. Updates FREE 
FREE Membership. FREE Ordering Service. 
FREE Shareware. FREE Members Helpline 
Fast and PROFESSIONAL Service 


P.D. needn’t mean Pathetic Dross with 

* HASSLEFREE 

You get the latest & Greatest music/demos 
for your AMIGA 

Send £1.50 for our latest cat. disk (updated 
free with orders) Includes Games, Demos 
and (most importantly), Virus Killers 

168, Wolsey Way, Syston, Leicester. LE7 8NX 
Tel (0533) 694629 


omain 


he c/i tan C 3/ 

Disks from as little as £1.00. Over 600 
disks to choose from. 

Send 25 d stamp for latest catalogue or 
£1.25 tor Catalogue Disk which also 
contains other PD/Shareware programs. 

Why pay more? 

35, Northcote Road, Strood, Kent. ME2 2DH 

Tel 0634 710788 


SOFTWARE EXCHANGE 


NOVA PRESENTS 


Nova (0N1), 30 Parsons St, Banbury, 
Oxon, 0X16 8LY Tel: (0295) 262029 


£1 AMIGA P.D 


FlflURE ELECTRONICS 

Computer Repairs 
Upgrades, any type of 
computer repaired 

051 549 2172 
0695 25881 evenings 


ATARI ST PUBLIC DOMAIN 

There is something in the Public Domain for everybody 

BUY 3 DISKS - CLAIM 1 FREE 

* Games * Business * unities * Music * Art * BLANK DISKS * BLANK 
DISKS * High Qualrty' DSD0 135TPT Wallets * Labels * 

10 DISKS.-.£7.99(ind.P+P) 

Lifetime Guarantee * Quantity Discounts 

RING OR WRITE FOR OUR FREE CATALOGUE 

MT SOFTWARE 

m*m Woodstock House, 14 Lanes End, Totland, mmm 
B ble of Wight, PQ29 0AL Tel: 0983 756056 — 


FREE DISKS ! ! ! 

1 FREE DISK FOR EVERY 10 
THAT YOU BUY 


10 

3.5" DISKS 

25 

3.5" DISKS 

50 

3.5" DISKS 

50 

3.5" DISKS 

100 

3.5" DISKS 

100 

3.5" DISKS 


VISA 


ALL PRICES INCLUDE VAT 
ALL PRICES INCLUDE DELIVERY 
ORDER DESPATCHED SAME DAY 


COMPUTER SPECIALIST 


10 CHANDLERS CT 
EATON 0603 

NORWICH 503382 
NORFOLK 


I IT’S EARLY SPRING FEVER at RIVERDENE PDL 

All Public Domain Disks for the Atari ST & Amiga 
Now at Mad Hatter Prices 


FREE PD CATALOGUE ON DISK 

(please state Atari ST or Amiga) when you send a blank disk and SAE to: 


ATARI ST 


Games for HIRE or 
PURCHASE 
TRY before you BUY 
At least 15% off all software 
Guaranteed Originals 
We have the LOWEST Membership & Hire Fees 
of any ST Club 

Try our Public Domain at LOW LOW prices 
Swop your originals in our SWOPSHOP 
SPECIAL MARCH OFFERS 
FOR NEW MEMBERS 
New releases added WEEKLY 
Monthly Newsletter plus lots of Membership 
Interaction 

Please enclose LARGE S.A.E. to: 

Cum-Com Software. Dept THO, Mermaid House, Norwood Street, 
Ashford, Kent TN231DG 


ATARI AND 
AMIGA SOFTWARE 

We have an all round selection of disks. 

FOR HIRE. Apply now and hire your first four 
games free. Around 1,500 different original titles. 
For full details send a stamped addressed envelope 
or telephone Tuesday to Friday, 7pm-10pm. 
LOW ATARI PRICES 

Atari 520 STFM £299.90 post free + 15 disks 
Amiga A500 at only £379.00 post free. 

BEST QUALITY DISKS 

Top quality unlabelled 3 V 2 " double sided disks 
10 for £12.95 50 for £54.95 

25 for £29.95 100 for £99.95 

Happy Discovery cartridges for the ST 

Only £149.90 or £289.90 for 2 
Uses include running Mac Software and backing up 
and ST software to date. 

Send SAE for details 

GAMES & SOFTWARE 

Dept THO, 35 Tilbury Road, Thorney Close, 
Sunderland SR3 4PD 
Tel: (091) 528 6351 

Prop: P. Taylor 


DO NOT BUY 
P.D. SOFTWARE 


At least not until you have seen the latest 
FREE catalogue from GOODMAN P.D. 
All the latest demos, games and utilities 
available from only £2.00 a disk. 
Send 20p stamp or telephone lor further details: 
ATARI ST ONLY! _ 


GOODMAN P.D.L. 

16 Conrad Close. Meir Hay Estate. 
Longton. Stoke on Trent ST3 1SW 
Tel: 0782 335650 
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SUFFOLK 

Bits and Bytes 

47 Upper Orwell Street, 

Ipswich, 

Suffolk 
0473 219961 


LONDON 

Adams World of Software Ltd 
779 High Road, 

North Finchley, 

North London NI2 
01 446 2241 


Adams World of Software Ltd 
265 Station Road, 

Harrow, 

NW London 
01 863 7262 


SURREY 

Barkman Computer Services 
1st Floor, 

Cardinals, 

Kingston, 

Surrey KTI IVY 
01 546 5941 


Spectresoft 

Jubilee Covered Market, 
Covent Garden, 

London WC2B 
0831 469293 


SUSSEX 

Worthing Computer Centre 
7 Warwick Street, 

Worthing, 

West Sussex 
0903 210861 


ST and Amiga Shop 
202/203 Shopping Hall, 
Myrtle Road, 

East Ham, 

London E6 
01 4718900 


City Centre, 

Plymouth, 

Devon 

0752 672128 


KENT 

The Micro Machine 
354 High Street, 
Chatham, 

Kent 

0634 831870 


Gamer Computers 
II East Street, 
Brighton, 

East Sussex 
0273 728681 


Video Centre 
2 Denmark Terrace, 
Fotis Green, 

London N2 
01 365 2840 


Flagstar Computers Ltd 
The Totnes Computer Centre, 
I Apple Lane, 

High Street, 

Totnes, 

Devon 

0803 865520 


WALES 

Bucon Ltd 
Micro Store, 

35/36 Singleton Street, 
Swansea SAI 3QN 
0792 467980 


NOTTINGHAMSHIRE 

Long Eaton Software Centre 
Commerce House, 

West Gate, 

Long Eaton, 

Nottinghamshire NGI0 I EG 
0602 72 555 


The Games Cupboard 
5 New Bridge Street, 
Exeter, 

Devon EX4 3JW 
0392 214128 


LANCASHIRE 

PV Computers 
104 Abbey Street, 
Accrington, 

Lancashire BB5 I EE 
0254 35345 


Soft Centre 
28-30 The Parade, 
Cwbran Town Centre, 
Gwent 
06333 68131 


DORSET 

Columbia Computers 
17 Columbia Road, 
Bournemouth, 

Dorset 
0202 535542 


Stewart Electronics 
Micros + Music 
85 Penny Meadow, 
Ashton under Lyne, 
Greater Manchester, 
Lancashire 
061 339 0504 


MIDDLESEX 

JKL Computers 
7 Windsor Street, 
Uxbridge, 

Middlesex 
0895 51815 
Fax: 0895 811701 


WARWICKSHIRE 

SPA Computer Centre 
68 Clarendon Street, 

Royal Leamington Spa, 
Warwickshire 
0926 337648 
Fax: 0926 425985 


VU-Data 

203 Stamford Street, 
Ashton under Lyme, 
Greater Manchester, 
Lancashire 
061 3390326 


Adams World of Software Ltd 
190c Station Road, 

Edgeware, 

Middlesex 
01 952 0451 


ESSEX 

EES Computer Ltd 
88/90 London Road, 
Southend on Sea, 
Essex SSI IPG 
0702 354624 
0702 335443 


YORKSHIRE 

Just Micro 

22 Carver Street, 

Sheffield, 

Yorkshire SI 4FS 
0742 752732 


SCOTLAND 

Vic’s Computer Supplies 
31-35 South Street, 
Perth PH2 8PD, 
Scotland 
0738 36704 


LEICESTERSHIRE 

Mays Computer Centre 
57 Churchgate, 

Leicester 
0533 516789 


Ilford Computer Centre 
122 Lex Street, 

Ilford, 

Essex 

01553 4139 


CORNWALL 

Truro Micro Ltd 

Bridge House, 

New Bridge St, 

Truro, 

Cornwall TRI 2AA 

0872 40043 

Starbyte Computers 

416 Cranbrook Road, 

Gants Hill, 

Ilford, 

Essex IG2 6HW 

01 518 1221 

Helston Computer Centre 

Russell Knights House, 

Coinagehall St, 

Helston, 

Cornwall TRI3 8EB 

0326 563765 

HERTFORDSHIRE 

Faxminster Ltd 

25 Market Square, 

Hemel Hempsted, 
Hertfordshire 

0442 55044 

DEVON 

Computerbase 

21 Market Ave, 

Games Keeper 

10 Station Road, 

Letchworth, 

Hertfordshire 

0462 672647 
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HOLMESOFT 

ALDERWOOD CENTRE, 1 
SEDGLEY, DUDLEY, 

W. MIDLANDS, DY3 3QY 

E3 

SAME DAY 
DESPATCH 

MAIL ORDER DIVISION OF ESTABLISHED RETAILER (TEL 0902 313600/880971) | 

— 

—i 

m 

>| 

— 1 

AMIGA 

ATARI AMIGA | r|RE | 

ATARI AMIGAl 
ST I 

Courier 

17.90 

17.95 

Games Summer Edition 

17.90 17.95 

Shinobi 

14.90 14.95 

3D Pool 

13.90 

13.95 

Gazza's Super Soccer 

16.90 16.95 

Shoot em up Const. 

21.90 21.95 

A.P.B. 

14.90 

14.95 

Ghostbusters 2 

17.90 17.95 

Shufflepuck Cafe 

14.90 14.95 

Action Fighter 

13.90 

13.95 

Ghosts & Goblins 

13.90 13.95 

Silkworm 

14.90 14.95 

After the War 

14.90 

14.95 

Ghouls & Ghosts 

13.90 16.95 

Sim City 

19.90 19.95 

Airborne Ranger 

16.90 

16.95 

Giants Collection 

21.90 21.95 

Skidz 

14.90 14.90 

Altered Beast 

14.90 

17.95 

Gin & Cribbage 

21.90 21.95 

Sleeping Gods Lie 

16.90 16.95 

Aquanaut 

17.90 

17.95 

Grimblood 

14.90 14.95 

Space Ace 

31.90 31.95 

Armada 

21.90 

21.95 

Gunship 

17.90 17.95 

Space Max 

- 25.95 

Arthur (Infocom) 


21.95 

Hard Drivin 

14.90 14.95 

Space Quest 2 

17.90 17.95 

Asterix the Gaul 

17.90 

17.95 

Hardball 2 

17.90 17.95 

Space Rogue 

- 20.95 

Austerlitz, Battle of 

17.90 

17.95 

Heroes of Lance (AD&D) 

21.90 17.95 

Speedball 

17.90 17.95 

Axels Magic Hammer 

14.90 

14.95 

Hillsfar (AD&D) 

17.90 17.95 

Star Flight 

17.90 17.95 

Bad Company 

16.90 

16.95 

Horse Racing (Omni) 

- 16.95 

Starglider 2 

14.90 14.95 

Bal. of Power 1990 

17.90 

17.95 

Hostages 

17.90 17.95 

Star Wars Trilogy 

17.90 17.95 

Bangkok Knights 

Barbarian 2 (Palace) 

14.90 

17.95 

Hound of Shadows 

17.90 17.95 

Steve Davis Snooker 

13.90 13.95 

13.90 

17.95 

I.Jones & Last Crus (Adv) 

17.90 17.95 

Storm Lord 

14.90 14.95 

Barbarian 2 (Psygnosis) 

16.90 

16.95 

I.Jones & Last Crus (Arc) 

17.40 17.45 

Story So Far 3 

13.90 13.95 

Bards Tale 2 

17.90 

17.95 

Infestation 

16.90 16.95 

STOS (ST)/AM0S (Amiga) 

21.90 21.95 

Batman the Movie 

14.90 

17.95 

Interphase 

17.90 17.95 

Strider 

14.90 17.95 

Battle Chess 

17.90 

17.95 

Iron Lord 

17.90 17.95 

Stunt Car Racer 

16.90 16.95 

Battle of Britain 

17.90 

17.95 

Iron Tracker 

13.90 13.95 

Super Cars (Gremlin) 

13.90 13.95 

Battle Squadron 

17.90 

17.95 

It Came From Desert (Imeg 

21.90 21.95 

Super Puffy 

14.90 14.95 

Battlehawlcs 1942 

17.90 

17.95 

Amiga) 


Super Wonderboy 

14.90 17.95 

Battletech 

17.90 

17.95 

Ivanhoe 

14.90 17.95 

Superleague Soccer 

16.90 16.95 

Beach Volley 

14.90 

17.95 

Jack Nicklaus Golf 

- 17.95 

Switchblade 

14.90 17.95 

Betrayal 

17.90 

17.95 

K.Dalglish S/Manager 

13.90 13.95 

System 3 Accounts 

39.90 39.95 

Beverly Hills Cop 

16.90 

16.95 

K.Dalglish S/Match 

14.40 14.45 

Talespin 

20.90 20.95 

Bismark 

16.90 

21.95 

Kayden Garth 

13.90 13.95 

Tank Command 

16.90 16.95 

Black Tiger 

17.90 

17.95 

Keef the Thief 

18.90 17.95 

Terrys Big Adventure 

13.90 13.95 

Blade Warrior 

17.90 

17.95 

Kick Off 

13.90 13.95 

Theme Park 

17.90 17.95 

Blood Money 

16.90 

16.95 

Kick Off Extra Time 

6.90 6.95 

Thrill Time Plat 2 

16.90 16.95 

Bloodwych 

17.90 

17.95 

Killing Game Show 

16.90 16.90 

Thunderblade 

14.90 17.95 

Bloodwych Data 

11.40 

11.45 

Kings Quest Triplepack 

26.90 26.95 

Time 

21.90 21.95 

Blue Angels 

17.90 

17.95 

Knightforce 

16.90 16.95 

Time & Magik 

13.90 13.95 

Bomber (Fighter..) 

21.90 

21.95 

Lancaster 

13.90 13.95 

Tin Tin 

17.90 17.95 

Borrodino 

21.90 

21.95 

Laser Squad 

13.90 13.95 

Toobin 

14.90 14.95 

Boxing Manager 

13.90 

13.95 

Last Ninja (Mix) 

17.90 17.95 

Tower of Babel 

16.90 16.95 

Cabal 

14.90 

17.95 

Leaderboard Collection 

14.90 17.95 

Tracksuit Manager 

14.90 14.95 

Carrier Command 

16.90 

16.95 

Leisuresuit Larry 

14.90 14.95 

Trained Assassin 

17.90 17.95 

Carthage 

16.90 

16.95 

Leisuresuit Larry 2 

21.90 21.95 

Treasure Trap 

17.90 17.95 

Chambers of Shaolin 

13.90 

16.95 

Light Force Collection 

17.90 17.95 

Trivial Pursuit 2 

14.90 14.95 

Chaos Strikes Back 

17.90 

- 

Liverpool FC 

16.90 16.95 

Turbo Outrun 

13.90 16.95 

Chariots of Wrath 

16.90 

16.95 

Lombard RAC Rally 

16.90 16.95 

TV Sports Basketball 

- 21.95 

Chase HQ 

14.90 

17.95 

Lords of Rising Sun 

21.90 21.95 

TV Sports Football 

17.90 21.95 

Chessmaster 2100 

17.90 

17.95 

Lost Patrol 

14.90 17.95 

Twin Worlds 

17.90 17.95 

Chicago 90 

213.90 

13.95 

Ml Tank Platoon 

16.90 16.95 

U.M.S. 2 

16.90 16.95 

Commando 

13.90 

13.95 

Magnum 4 

21.90 21.95 

Ultimate Golf 

17.90 17.95 

Conflict Europe 

17.90 

17.95 

Manchester Utd FC 

16.90 16.95 

Untouchables 

14.90 17.95 

Contact 

16.90 

16.95 

Manhunter 2 San Francisco 

21.90 21.95 

Vaux 

17.90 17.95 

Continental Circus 

14.90 

14.95 

Maniac Mansion 

17.90 17.95 

Vette (Corvette) 

19.90 19.95 

Cosmic Pirate 

12.90 

12.95 

Master Grand Prix 

14.90 14.95 

Vigilante 

11.90 11.95 

Crazy Cars 2 

13.90 

16.95 

Microprose Soccer 

16.90 16.95 

Vulcan 

13.90 13.95 

Cyberball 

13.90 

13.95 

Midwinter 

16.90 16.95 

War in Middle Earth 

14.90 14.95 

Cycles 

16.90 

16.95 

Millenium 2.2 

17.90 14.95 

War in the Middle East 

17.90 17.95 

Daily Double Horse Racing 

13.90 

13.95 

Moonwalker 

14.90 17.95 

Wargame Const Set 

17.90 17.95 

Damocles (Mercenary 2) 

16.90 

16.95 

Mr Heli 

16.90 16.95 

Waterloo 

17.90 17.95 

Dan Dare 3 

14.90 

14.95 

Navy Moves 

14.90 17.95 

Wayne Gretsky Ice Hockey 16.90 16.95 1 

Darius Plus 

13.90 

13.95 

Nebulus 2 

16.90 16.95 

Weird Dreams 

16.90 16.95 

Day of the Viper 

17.90 

17.95 

Netherworld 

9.90 9.95 

Wild Streets 

17.90 17.95 

Deja Vu 2 

17.90 

17.95 

New Zealand Story 

14.90 17.95 

Wmdwalker 

20.90 20.95 

Demons Tomb 

14.90 

14.95 

Nigel Mansell G.P 

5.90 5.95 

Wings of Fury 

14.90 17.95 

Demons Winter 

17.90 

17.95 

Ninja Warriors 

14.90 14.95 

Winners Collection 

21.90 21.95 

Denaris 

14.90 

14.95 

Noith & South 

16.90 16.95 

World Class Leaderboard 

7.40 7.45 

Dogs of War 

13.90 

13.95 

Oil Imperium 

17.90 17.95 

X-Out 

13.90 13.95 

Dominator 

11.90 

11.95 

Oliver & Company 

17.90 17.95 

Xenomorph 

17.90 17.95 

Double Dragon 2 

14.90 

14.95 

Omega 

19.90 19.95 

Xenon 2 Megablast 

16.90 16.95 

Dr Dooms Revenge 

17.90 

17.95 

Omnicron Conspiracy 

21.90 21.95 

Xenophobe 

16.90 16.95 

Dragon Flight 

16.90 

16.95 

Onslaught 

16.90 16.95 

Zork Zero 

- 21.95 

Dragon Ninja 

14.90 

17.95 

Ooze 

16.90 16.95 



Dragon Scape 

14.90 

14.95 

Operation Thunderbolt 

14.90 17.95 

HARDWARE & PERIPHERALS 

Dragon Spirit 

14.90 

14.95 

Operation Wolf 

14.90 17.95 

Amiga buu batpack 

ti/y.ay 

Dragons Breath 

21.90 

21.95 

Oriental Games 

16.90 16.95 

Atari ST/E + Explorer 

£289.99 

Dragons Lair 

33.90 

33.95 

P47 Thunderbolt 

16.90 16.95 

Atari ST/E PowerPack 

£389.99 

Dragons of Flame (AD&D) 

17.90 

17.95 

Pacland 

13.90 13.95 

Atari STFM1040 

£479.99 

Drakkhen 

21.90 

21.95 

Paladin 

14.90 17.95 

Philips Col. Monitor 

£299.99 

Driving Force 

13.90 

16.95 

Paperboy 

13.90 13.95 

Amiga 1084S Col. Monitor 

£269.99 

Duel (Test Drive 2) 

16.90 

16.95 

Pictionary 

17.90 17.95 

Amiga A501 RAM Pack 

£144.99 

Dungeon Master (Imeg Amiga) 

17.90 

17.95 

Pinball Magic 

14.90 14.95 

UumanaUiskUrive(SI/Amiga) £97.99 1 

Dungeon Master Editor 

7.90 

7.95 

Pipemania 

17.90 17.95 

unzenizuurrinter 

tm.yy 

Dungeon Quest 

17.90 

17.95 

Pirates 

17.90 17.95 

MPS1500 Col. Printer 

£279.99 

Dynamic Debugger 

17.90 

17.95 

Player Manager 

13.90 13.95 

Atari SMM 804 Printer 

£194.99 

Dynamite Dux 

14.90 

17.95 

Police Quest 2 

21.90 21.95 

ADD-ONS, BLANKS etc. 


Eagles Rider 

17.90 

17.95 

Pools of Radiance (AD&D) 

17.90 17.95 

10x3.5 Disks(unbranded) 

£9.99 

Elite 

17.90 

17.95 

Populous 

17.90 17.95 

10x3.5 Disks(3M) 

£14.99 

Elvira 

17.90 

17.95 

Populous Data 

7.40 7.45 

4 Player Adaptor 

£5.99 

Emporer of the Mines 

17.90 

17.95 

Powerboat USA 

16.90 16.95 

JoystickExt. Leads 

£5.99 

Esc. Planet of Robot... 

14.90 

14.95 

Power Drift 

17.90 17.95 

Parallel Printer Leads 

£9.99 

Eskimo Games 

17.90 

17.95 

Powerdrome 

17.90 17.95 

Head Cleaning Disk3.5 

£5.99 

European Space Shuttle 

26.90 

26.95 

Precious Metal Coll 

16.90 17.95 

Disk Box(3.5x40) 

£6.99 

European Superleague 

13.90 

13.95 

Predator 

9.90 17.95 

DiskBox(3.5x100) 

£9.99 

Eye of Horns 

17.90 

17.95 

Prince 

17.90 17.95 

DustCover(Soft) 

£5.99 

FI 6 Combat Pilot 

16.90 

16.95 

Pro Tennis Tour 

17.90 17.95 

Mouse+Holster+Mat 

£29.99 

FI 9 Stealth Fighter 

- 

16.95 

Quaterback 

14.90 14.95 

Mouse Mat 

£5.99 

F29 Retaliator 

214.90 

17.95 

Quartz 

16.90 16.95 

NullModem 

£9.99 

Falcon F16 

17.90 

21.95 

Quest for Time Bird 

19.90 19.95 

ScartMomtorCable 

£14.99 

Falcon F16, Mission Disk 

14.90 

14.95 

Questron 2 

17.90 17.95 

Multiface ST 

£59.99 

Fast Lane 

13.90 

13.95 

R—Type 

11.90 11.95 

Amiga Control Centre 

£47.99 

Ferrari Formula One 

17.90 

17.95 

RVF Honda 

16.90 16.95 


Fiendish Freddy's BT 

13.90 

13.95 

Rainbow Warrior 

16.90 16.95 

JOYSTICKS 


Fighting Soccer 

14.90 

17.95 

Rally Cross Challenge 

13.90 13.95 

QuickshotWizmaster 

£12.99 

First Contact 

16.90 

16.95 

Red Lightning 

21.90 21.95 

Quickshot131 

£7.99 

Flimbo's Quest 

21.90 

21.95 

Red Storm Rising 

17.90 17.95 

Quickshot2 

£7.99 

Foot.Mgr 2 + Exp Kit 

13.90 

16.95 

Renaissance 

14.90 14.95 

Quickshot2Turbo 

£9.99 

Foot.Mgr 2 Expansion 

10.45 

10.45 

Rick Dangerous 

16.90 16.95 

Quickshot130 

£11.99 

FootMgr 2 World Cup 

13.90 

16.95 

Robocop 

14.90 17.95 

Cheetah 125+ 

£7.99 

Football Director 2 

13.90 

13.95 

Rock W Roll 

13.90 13.95 

Cheetah Exterminator 

£5.99 

Footballer of Year 2 

14.90 

14.95 

Rocket Ranger 

17.90 21.95 

Crusier(Black/Col.) 

£9.49 

Forgotten Worlds 

14.90 

14.95 

Run the Gauntlet 

14.90 17.95 

Comp Pro Phantom 

£14.99 

Full Metal Planet 

14.90 

14.95 

Saint & Greavsie 

13.90 13.95 

Comp Pro 5000 Extra 

£15.49 

Fun School 2 (State Age) 

14.90 

14.95 

Scapeghost 

13.90 13.95 

KonixSpeedking 

£9.99 

Future Wars 

17.90 

17.95 

Scramble Spirits 

13.90 13.95 

KonixSpeedking + A/F 

£10.99 

Galactia 

_ 

20.95 

Search For Titanic 

14.90 14.95 

QuickjoySuperboard 

£19.99 

Galaxy Force 

14 so 

1795 

Seven Gates of Jambala 

17.90 17.95 

QuickjoyJetfighter 

£14.99 

Galdreagons Domain 

14.90 

14.95 

Shadow of Beast 

25.50 25.95 

Racemaker(Euromax) 

£26.99 

Cheque/PO/£draft/cash 
payable to: Holmesoft 

UNLISTED ITEMS 

Please phone or write for 

Stock items usually by return 

NOTE 

UK P&P incl (Rec Delivery 50p) 
Europe add 75p per item 

any item, new or old, 

Forthcoming releases will be sent 
on day of release 

Elsewhere add £1.50 (Airmail) 

not listed above. 

SAE for software/hardware lists. 


mutant SOFTWARE 


ANIMAL'S TOP TWENTY 

- in no particular order !!! 



AMIGA 

ATARI 

1. F29 RETALIATOR 

16.99 

13.99 

2. CHASE HQ 

16.99 

13.99 

3. THE UNTOUCHABLES 

16.99 

14.99 

4. NORTH & SOUTH 

16.99 

16.99 

5. PLAYER MANAGER 

14.99 

14.99 

6. IT CAME FROM THE DESERT 

19.99 

N/A 

7. DOUBLE DRAGON 2 

14.50 

14.50 

8. FUTURE WARS 

16.99 

16.99 

9. FIGHTER BOMBER 

21.99 

21.99 

10. PRO TENNIS TENNIS 

16.99 

16.99 

11. KICK OFF EXTRA TIME 

7.99 

7.99 

12. TURBO OUTRUN 

14.99 

14.99 

13. SIM CITY 

19.99 

19.99 

14. MIDWINTER 

16.99 

16.99 

15. DRIVIN FORCE 

13.99 

13.99 

16. GHOSTBUSTERS 2 

16.99 

13.99 

17. CHAMBERS OF SHAOLIN 

14.99 

14.99 

18. KICK OFF 

12.99 

12.99 

19. OPERATION THUNDERBOLT 

16.99 

14.99 

20. CYBERBALL 

13.99 

13.99 

10 TDK DS/DD DISKS 12 

.99 12.99 



SPECIAL OFFER: 

KICK OFF WITH KICK OFF EXTRA TIME 19.50 19.50 


To Order: send cheque or Postal Orders to: 
MUTANT SOFTWARE, 475 STAINES ROAD BEDFONT, 
Midd’x. OR ring 078481 3524 and 01 890 3296 
FOR DETAILS OF ALL SOFTWARE, PERIPHERALS 
AND HARDWARE 
orders despatched within 24 hours 


W5/t 



ADVENTURE 

HELPLINE 

Do you play computer adventures? 
Have you ever been faced with a 
seemingly impossible situation? 

WE CAN HELP YOU 


Our adventure rescue team works 7 days and evenings 
a week and will be pleased to answer your queries. We 
offer help with any game on any computer, so, if you 
are tearing your hair out ring this number now: — 


0898 338 933 

Between noon and midnight. 

Calls charged at 25p per minute. 38p at peak rate. 


HINTZ ’N’ TIPZ 


BEAT THEM AT THEIR OWN GAME 

**0836 404148 ** 

Finish those impossible games with 
Hints and Tips for the Amiga 

Calls: 25p per min off peak 
38p per min all other times 















































HANDS-ON 

EXPERIENCE 


LYNX 

PRICE: 150 
SIZE: 25 x 9 x 3cm 
SCREEN: 7 x 4.4cm, 4,096 
colours 

AVAILABILITY: Officially 
launched in April. Unofficially 
available through mail order 
BATTERIES: Six ‘AA’ batteries. 
Claimed to last eight hours 
EXTRAS: Headphones, 

Com Lynx, Power Adapter 
SOFTWARE PRICE: 30 

HARDWARE 

ith the Lynx release date only a couple of 
months away, it would seem that Atari is 
attempting to establish an early lead over Nintendo. 
Atari’s justification for the higher price is technical 
superiority coupled with a bundle of extras included 
in the package: the ComLynx (allowing up to eight 
players to play simultaneously), headphones, 
Power Adapter and a copy of California Games 
(with only four events: BMX, Surfing, Footbag and 
Skateboard). 

The Lynx’s technical specifications are par¬ 
ticularly impressive and carry a certain snob 
quotient, designed for those who value graphical 
excellence as much as gameplay. The 160 x 102 
pixel display uses 16 colours from a palette of 
4,096, which virtually produces Amiga-quality 
screens and animation. The screen is back-lit for 
play in any light conditions, but it’s viewed most 
effectively within a fairly narrow visual range. 

Sound comes through four channels, while on 
the power side the machine has an 8Mb game 
capacity and 64K of RAM, all pushed along by a 
4Mhz microprocessor. 

Probably the most controversial aspect is the 
battery lifespan: the Lynx’s six ‘AA’ batteries are 
claimed to last for approximately eight hours - in 
practice, they last, on average, for two to three 
hours, which makes it very expensive to play any 
game right to the end. Atari has combatted this with 
several unique features: an AC Adapter, a facility 
for using the cigarette lighter in a car, and a game 
password system. These are all very useful, but 
you can’t help wondering if the add-ons are an 
apology for a unit which has a short power lifespan. 

It seems like a home computer in portable clothing. 

If you intend to use your machine in the car or at 
home, this one’s ideal — if your travel bent is coach 
and train orientated, you may prefer true 
independently-powered portability. 

SOFTWARE 

L ynx games come on cards about the size of 
those forthe PC Engine, only squarer. Unlike the 
GameBoy cartridges, these cards are tough to take 
out of the Lynx without practice and effort: even 
Atari’s demonstrator at the show struggled to 
remove one! 

Software availability is limited to seven games at 
the moment, with four of them released concurrent 
to the machine’s launch in the UK: The Gates of 
Zendocon (a progressive horizontal shoot ’em up), 
Blue Lightning (an Afterburner variant), Electro 
Cop (a version of Impossible Mission) and Chip’s 
Challenge (an abstract puzzle game set against 
strict time limits). If graphical power is your thing, 
there’s nothing to beat them in the hand-held 
market. 


Gordon Houghton has 
plenty of it, with his hands 
full of battery-gobbling 
portable games machines. 

Y ou have to hand it to Atari and Nintendo: 

they just about have the market for 
palm-top cuties all sewn up - and 
that’s several months before the official 
release dates. Whilst business and 
entertainment computers shrink in size, profit 
continues to grow for a few international 
corporations: today hand-helds in Japan and the 
USA, tomorrow the world. 

The recent British International Toy Fair at Earl’s 
Court ‘officially’ announced the arrival of the Lynx 
and GameBoy to these shores - but this wasn’t the 
only pair of pucker pocket-money products on 
show. With a wailing and a gnashing of teeth, 
several other companies were jousting for 
hand-held glory, their cheaply-priced games 
consisting of ageing LCD technology and some 
natty plastic husks. So what makes this breed of 
mini-computer worth looking at? And who’s going 
to win the hand-held, fist fight? 



VERDICT 

Atari’s Lynx is a sophisticated and classy 
piece of hardware, but there’s no way it 
can match the comfortable feel of the 
GameBoy. The Lynx is also more expen¬ 
sive, cumbersome (you can’t feasibly slip 
it into a coat pocket) and greedy on 
batteries. The up-side of all this is that the 
Lynx feels better when you play games 
requiring graphical excellence — but for 
sheer addictiveness there’s nothing to 
match the GameBoy classics such as 
Super MarioLand, Tetris and Soko-Ban. 




GAMEBOY 


PRICE: 70-80 
SIZE: 15 x 9 x 2cm 
SCREEN: 5cm square, monoch¬ 
rome 

AVAILABILITY: Official launch in 
September. Unofficially available 
now via mail order 
BATTERIES: Four ‘AA’ batteries. 
Claimed to last up to 20 hours 
EXTRAS: Headphones, Power 
Adapter, two-player link 
SOFTWARE PRICE: 20-25 


HARDWARE 

W ith over 1,000,000 units sold in America over 
Christmas, the future of the GameBoy looks 

certain.Thetechnologytoproduceacolourversion 

has already been developed, but corporate politics 
beat customer service by two falls and one 
submission, and for now the monochrome version 
is the only one on sale. This situation may change 
when the hand-held PC Engine (with standard 
Engine-compatible cartridges to boot) provides an 
alternative to the Lynx later this year. 

The GameBoy’s comfortable case has a 
Nintendo-style joypad (with excellent feedback) 
plus A and B buttons, Start, Select and a small 
speaker. The black and white hi-resolution LCD 
screen is adjusted using a contrast control on the 
side of the machine, and the sound is heard through 
a set of headphones (much preferable to the 
speaker). There’s also a separate PSU available 
for playing it at home. 


SOFTWARE 

A lmost 20 titles are currently on sale in this 
country via grey importers, with many more 
worldwide and an even greater number in 
production! The cream of the crop available here 
includes Tetris (which is included with the US 
GameBoy but has to purchased separately in 
Japan), the superbly addictive puzzle game of 
falling blocks, now widely copied in the arcades. 
Soko-Ban is an almost perfect puzzler which 
combines the forward-thinking of chess with 
extremely simple gameplay, and Super Mario¬ 
Land, the customised version of Super Mario Bros. 
For sports fans, Tennis is an excellent first-person 
3D perspective version of the sport, again 
compelling in one- or two-player mode. 

All these games rely more on design and 
addiction than graphical effect: the screen action 
isn’t hard to see and the graphical display is by no 
means poor, but the LCD does occasionally 
produce a blurry picture when scrolling. However, 
there’s nothing in the hand-held range currently to 
match the ubiquity and addictiveness of GameBoy 
software. 



























TIDDLERS FOR TODDLERS 


Whilst the Lynx and the GameBoy are relatively new, a whole minor league of single-game 
hand-helds have been battling it out for over a decade. The earliest were LED games with 
crude sound chips, followed by pocket arcade games with limited attention span and 
based on early coin-ops. The arrival of LCD in the early eighties allowed a better class of 
graphics and smaller case, but the dedicated games were (and indeed still are) quite 
limited. Most of these products have the advantage of a small price tag, and as such are 
specifically aimed at younger players. Many of the hand-helds shown here have been 
taken on for the first time this year, but all are readily available in most leading stores. 




W hat would a computer be without a version 
of a classic arcade game? Tomy, master of 
the home toy robot series, presents Alien 
Attack, which behaves in a vaguely similar way 
to the daddy of horizontally scrolling shoot ’em 
ups, Scramble. Destroy evil aliens! Weave 
through towering skyscrapers! And, er... that’s 
it. 


A lot of LCD hand-helds rely on some form of 
artwork overlay to boost the monochrome 
game graphics. Tomy’s Pocket Games series 
(Copter Combat, Knight’s Mission and Desert 
Race) takes this concept to its limit with visual 
effect as reliant on colourfully designed 
displays as on the game’s actual two-tone 
animation. 

a genuinely different form of hand-held is 
AnTomy’s ‘Tomytronic3-D’ series. Sky Attack, 
Thundering Turbos and Shark Attack - which 
offers the chance to gape down the gullet of a 
Great White - have simple controls (left, right 
and fire), and basic sound effects. They’re 
worth checking out for anyone who had a 
Viewfinder, and for their intrinsic novelty value. 



B ecause the cheaper hand-held products 
don’t have much to offer in graphical terms, 
their success relies on price and popularity 
with young children - with occasional 
gimmicks such as a big name licence to back 
them up. The Grandstand stable’s second main 
product area takes a stab at such licences, 
including two (count ’em) Batman games 
(claimed to be ‘every bit as exciting as the 
smash hit film’), Double Dragon, Vindicators 
and Indiana Jones, which features a built-in 
alarm clock! 



M ore recent marketing innovations in the 
electronic toy market have seen hand¬ 
helds mutate into table-top games. These 
products are given innovative plastic husks 
(which knock the price up to around 40), but the 
basic quality remains the same. Tomy’s 
versions feature Space Turbo and Racing 
Turbo, which incorporate early-eighties style 
displays but remain surprisingly playable. 
Grandstand’s bent is for licensed product: 
OutRun, Afterburner, and a Batmobile-cum- 
Batwing. More suited to the small-scale 
format, however, is a nippy game called Talking 
Boxing, which features speech, 1 or 2 player 
mode, decent LCD graphics and a couple of 
handy joysticks. 



T raditionally best known for trains and 
Scalextric, Hornby has just launched itself 
feet-first into the expanding market for 
low-cost (£19.99) hand-helds by purchasing a 
sextet of Konami cuties. Most of the concepts 


are weary of limb and grey of hair (and so more 
suited to basic graphical displays), but include 
such ‘household’ names as Gradius (Nemesis), 
Double Dribble (Basketball), C (Gryzor), 
Teenage Mutant Ninja Turtles (based on the 
popular comic book series, which was turned 
into a coin-op and is currently being developed 
into a film), Top Gun and Skate Or Die. 



G randstand, perennial purveyors of LCD 
palm-top pleasure, concentrates as much 
as anyone on revivifying things which older 
gameplayers long ago considered dead and 
buried. Their trusty old-hat hand-helds include 
Formula One and Grand Prix (surprisingly, 
racing games), Star Force, Invader II and 
Combat Attack (shoot ’em ups a la Space 
Invaders), plus a host of other derivatives 
covering the whole spectrum from beat ’em 
ups to sports ‘simulations’. You gets what you 
pays for... and you don’t pay much. 




nerhaps most interesting of all the lower- 
i range hand-held product is Grandstand’s 
Light Games. It comes complete with a racing 
simulation, but also features four other 
cartridges (including a basketball and karate 
game) which are simply slotted into a 
convenient port. However, its most innovative 
feature is a projection system, which allows the 
game screen to be magnified onto a wall or 
projection screen up to a maximum of 32” wide. 
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39 EDMUNDS ROAD 
CRANWELL VILLAGE 



SLEAFORD, 

LINCS 



NG34 8EL 

s x 

o« p 

Tel: 0400 62046 


MAIL ORDER ONLY 



PC AMIGA ST 



APB 

- 15.99 15.99 

MOONWALKER 

19.99 15.99 19.99 

ALTERED BEAST 

- 19.99 15.99 

OP THUNDERBOLT 

- 19.99 15.99 

BEACH VOLLEY 

19.99 15.99 19.99 

P47 THUNDERBOLT 

- 19.99 19.99 

BEVERLY HILLS COP 

19.99 19.99 27.99 

RED STORM RISING 

- 19.99 19.99 

BOMBER 

- 23.99 23.99 

ROCK N ROLL 

- 15.99 15.99 

CABAL 

- - 15.99 

7 GATES OF JAMBALA 

- 19.99 15.99 

DAILY DOUBLE HORSE RACE 15.99 15.99 15.99 

SPACE ACE 

- 35.99 35.99 

DOUBLE DRAGON 2 

15.99 15.99 19.99 

SPACE HARRIER 2 

- 15.99 15.99 

DR DOOMS REVENGE 

19.99 19.99 19.99 

SPORTING TRIANGLES 

- 15.99 15.99 

DRAKKHEN 

23.99 23.99 23.99 

STAR WARS TRILOGY 

- 19.99 19.99 

F29 RETALIATOR 

- 19.99 19.99 

STRIDER 

- 19.99 15.99 

GAZZA SUPER SOCCER 

- 19.99 19.99 

SUPER WONDERBOY 

- 19.99 15.99 

GEMINI WING 

- 15.99 15.99 

THE UNTOUCHABLES 

19.99 15.99 15.99 

GHOSTBUSTERS 2 

19.99 19.99 23.99 

TOOBIN' 

15.99 15.99 19.99 

GHOULS N GHOSTS 

- 19.99 15.99 

TURBO OUTRUN 

- 19.99 15.99 

HARD DRIVIN' 

15.99 15.99 21.99 

WEIRD DREAMS 

19.99 19.99 21.99 

KEEF THE THIEF 

- 19.99 19.99 

WINDWALKER 

23.99 23.99 23.99 

Other titles also available, please write or ring for details, stating 

which format required. If you don't see what you want - ask! 

We're here to help 7 days a week. New releases are sent on day of 
release. All games are sent by 1st class post. Postage and packing 

in Great Britain included in price. For EEC please add 1. For 
overseas please add 2. SUNCOMP is MAIL ORDER ONLY. 

We also sell computers, joysticks and other peripherals, contact us 


for our very reasonable prices! 



ELECTRIC P.D. 


Amiga A500 Bat Pack.359.95 

A500 Class of the 90’s.539.95 

C64 Light Fantastic Pack.149.99 

1084 Monitor.235.99 

A1010 External Drive.99.99 

A59020MD Hard Drive.365.95 

MPS1230 Printer.149.95 

MPS1550 Colour Printer.239.95 

Amiga 1/2 Meg Card.79.99 

Load All Data Recorder.36.00 

1352 Mouse Amiga/PC.39.95 

ZipstickSuperpro.14.95 

Zipstick Command.17.95 


Cheques/Postal Orders to 

ELECTRIC P.D. 

7 Park Road, Haltwhistle, Northumbria, NE49 9AR 

Tel (0434) 321942 



SONY 


3.5" DISKS 

SONY 


DISKS 


USE OUR CREDIT CARD 

AMIGA MEM 



103.5" DS/DD 

£8.50 

HOTLINE!!! 

NO CLOCK 

£67.50 


25 3.5" DS/DD 

50 3.5" DS/DD 

£19.00 

£35.00 

ACCESS ■ 0742 726485 - 
VISA 

WITH CLOCK 

£77.50 


100 3.5" DS/DD 

£66.00 

WE ONLY USE SONY 

DRIVES 



250 3.5" DS/DD 

£149.00 

DISKS. THE 

AMIGACUMANA 

£79.99 


500 3.5" DS/DD 

BRANDED 

£269.00 

BEST AVAILABLE. 
LIFETIME 
GUARANTEE. 

STCUMANA 

COMPUTERS 

£89.99 


10 SONY DS/DD 

£12.50 

SAME DAY DISPATCH. 

ATARI 520STE 

£279 


30 SONY DS/DD 

£24.00 

NEXT DAY DELIVERY 
STANDARD EXCEPT 

STEPOWERPACK 

AMIGABATPACK 

£369 

£369 


50/100 DISKS WHICH 
TAKE 3 DAYS. 

PRICES INC VAT & POSTAGE. 1 YEAR GUARANTEE ON HARDWARE. PLEASE RING OR 
WRITE FOR MORE DETAILS. CHEQUES OR P.O.’S TO: 

HARDWARE DISTRIBUTION 

DEPT (TO), 19 DIVISION STREET, SHEFFIELD, SI 4GE 
TELEPHONE ORDERS WELCOME ON 0742 726485 


29A Bell Street, Reigate, Surrey RH2 7AD 
Tel: 0737-223869 Fax: 0737 246733 




COMPILATION BONANZA! 16 BIT 


MAGNUM 4 

ONLY 20.99 ST & AMIGA 
BATMAN - CAPEO CRUSADER, 
AFTERBURNER, OPERATION WOLF, 
DOUBLE DRAGON 

PRECIOUS METAL 
ONLY 16.99 AMIGA & ST 
CAPTAIN BLOOD, XENON, CRAZY 
CARS, ARKANOID II 

COMPUTER HITS 2 
ONLY 8.99 AMIGA 7.99 ST 
TETRIS, BLACK SHADOW, 

GOLDEN PATH. JOE BLADE 

LIGHT FORCE 

ONLY 16 99 AMIGA & ST 

R-TYPE, IK+, VOYAGER, 

BATMAN THE CAPED CRUSADER 


TOP 20 16 BIT 

1. CHASE HQ 

2. HARD DRIVIN 

3. NORTH AND SOUTH 

4. FI 6 FALCON 

5. BATMAN THE MOVIE 
6 NINJA WARRIORS 

7. GHOULS AND GHOSTS 

8. ALTERED BEAST 

9 POWERDRIFT 

10 THE UNTOUCHABLES 

11 XENON II 

12 TURBO OUTRUN 

13 CONTINENTAL 
CIRCUS 

14 DOUBLE DRAGON II 

15 FALCON 

16 GHOSTBUSTERS II 

17 GHOULS AND 
GHOSTS 

18 SHADOW OF THE 
BEAST 

19 STUNT CAR RACER 

20 STRYX 


AMIGA 

16.99 

14.99 

14.99 

16.99 

14.99 

14.99 

16.99 
16.99 
16.99 
16.99 
16.99 

16.99 

14.99 

14.99 

21.99 

16.99 

16.99 

24.99 

16.99 
16.99 


ST 

14.99 

14.99 

14.99 

16.99 

14.99 
14.99 

14.99 

16.99 

16.99 

14.99 

16.99 

14.99 
14.99 

14.99 

16.99 
16.99 
16.99 


16.99 

14.99 


10. AMERICAN PRO FOOTBALL 

11. DOUBLEDRAGON 

12. RtTYPE 

13. VIGILANTE 

14. SPACE HARRIER2D/3D 

15. WORLD SOCCER 

16. RAMB03 

17. ALEXKIDD 

18. CALIF0RNIAGAMES 

19. OUTRUN 2D/3D 

20. ROCKY 

JOYSTICKS 

KONIXSPEEDKING 
COMPETITION PRO EXTRA 
QUICKSH0T2TURB0 

BLANK DISCS 

3 1/2" DSDD (all guaranteed) 

10 . 

20 . 

50 (+free storage box). 

100 (+free storage boxes). 

500 (+free storage boxes). 


23.95 

23.95 

28.95 

23.95 

23.95 

21.95 

23.95 

23.95 

26.95 

23.95 
23.95 


14.95 

16.99 


.7.99 

... 14.99 
...37.50 
... 69.99 
.304.99 


TOP 20 SEGA 

1 AFTER8URNER 

2 altered beast 
3. WONDERBOY III 
4 GHOSTBUSTERS 

5. THE SOLDIERS 

6. GALAXY FORCE 

7. CY90RG HUNTER 

8 SHN061 

9 THUNDERBLADE 


23.95 

23.95 

26.95 

26.95 

23.95 

26.95 

21.95 

23.95 
23.95 


16 BIT FULL PRICES 
A.P.B. 

AIRBORNE RANGER 
AUSTERLITZ 
BALANCE OF POWER 
1990 

BARBARIAN 2 
(PSYGNOSIS) 
BATTLEHAWK 1942 
BEACH VOLLEY 
BLOOD MONEY 
BLOODWYCH 
BOMBER 
CABAL 

CARRIER COMMAND 
COMMANDO 
DAY OF THE VIPER 
DE LUXE SCRABBLE 
DRAGONS OF FLAME 
DUNGEON MASTER 
EMLYN HUGHES SOCCER 
FI6 COMBAT PILOT 
FAST LANE 

FERRARI FORMULA ONE 
FLIGHT SIMULATOR 2 
FOOTBALL DIRECTOR 2 
FOOTBALL MANAGER 2 
GALAXY FORCE 
GAMES SUMMER 
EDITION 


AMIGA 

14.99 

16.99 

17.99 

16.99 


19.99 

17.99 

16.99 

17.99 
21.95 

17.99 

16.99 

15.99 

16.99 

15.99 

18.99 

19.99 

15.99 

17.99 

15.99 

19.99 

27.99 

15.99 

15.99 

19.99 

17.99 


ST 

14.99 

16.99 

17.99 

16.99 


19.99 

15.99 

16.99 

17.99 
21.95 

14.99 

16.99 

15.99 

16.99 

15.99 

18.99 

19.99 

15.99 

17.99 

15.99 

19.99 

27.99 

15.99 
15.99 

15.99 

17.99 


16.99 16.99 

14.99 14.99 

14.99 14.99 

16.99 16.99 

16.99 16.99 

15.99 15.99 

15.99 15.99 

13.99 13.99 

8.99 8.99 

14.99 14.99 

15.99 15.99 

19.99 19.99 

23.99 23.99 
- 17.99 

14.99 14.99 

19.99 14.99 

9.99 9.99 

14.99 14.99 

14.99 14.99 

15.99 14.99 

19.99 14.99 

19.99 19.99 

14.99 14.99 

17.99 17.99 

21.99 17.99 

17.99 17.99 

14.99 14.99 

17.99 17.99 


GAZZA'S SUPER SOCCER 
KICK OFF 
LAZER SQUAD 
LOMBARD RAC RALLY 
MICROPROSE SOCCER 
MOONWALKER 
NEVERMIND 
NEW ZEALAND STORY 
PACLAND 
PAPERBOY 
PLAYER MANAGER 
POPULOUS 
RED LIGHTNING 
RED STORM RISING 
RICK DANGEROUS 
ROBOCOP 
SAINT & GREAVSIE 
SHINOBI 
SILKWORM 
STRIDER 

SUPER WONDERBOY 
TEST DRIVE 2 - DUEL 
TOOBIN 
TRIAD 2 

TV SPORTS FOOTBALL 
ULTIMATE GOLF 
WAR IN MIDDLE EARTH 
XENOPHOBE 

SPECIAL OFFERS 

SHUFFLEPUCK CAFE 11.99 11.99 

LASER SQUAD 12.99 12.99 

ARCHIPELAGOS 8.99 8.99 

SAFARI GUNS 11.99 11.99 

DRAGON SPUR 11.99 11.99 

CASTLE WARRIOR 8.99 8.99 

BIO CHALLENGE 8.99 8.99 

BARBARIAN 2 13.99 9.99 

STAR WARS TRILOGY 12.99 12.99 

F29 RETALIATOR 16.99 16.99 

SIM CITY 18.99 

CHAOS STRIKES BACK 16.99 16.99 

EXTRA TIME 6.99 6.99 

OP.THUNDERBOLT 16.99 14.99 

TIN TIN 1199 11.99 

PLEASE MAKE CHEQUE OR P.O. 
PAYABLE TO STAR SOFTWARE. 
ORDERS OVER £5.00 P&P INC. 
UNDER PLEASE ADD 50P PER 
ITEM. EUROPE + £1.00 P&P 
ELSEWHERE + £2.00 
‘PLEASE STATE COMPUTER 
SYSTEM WHEN ORDERING - TO 
SAVE DELAY* 





COMPUTERS 
01-803 0893 


MAIL ORDERS TO: 16 BIT DEPT, 55 HARROW DRIVE, LONDON, N9 9EQ 


HARDWARE:- 

A500 + Modulator + WB1.3 + Batman the Movie +100 Software.£364.95 

A500 + As above + 250 Software Pack + Photon Paint 11.£384.95 

500STE +10 DD/DS Disks + Mouse Mat + Hyperpack.£279.95 

500 STE Power Pack’ inc. 550 Software + Hyperpack.£349.99 


Amiga$MegRAM Exp with Clock +1 Meg Demo . 

Monitors, Printers and all other Accessories. 


.£89.99 

£PHONE 


31/2 QUALITY DD/DS DISKS 

10 £7.95 50 £32.99 100 £59.99 

All Disks Come Boxed in 10’s (Not Bulk Packed) 


10 DS/DD Disks, Storage Box, Disk 

Drive Cleaner, Mouse Mat, Mouse 
Holder, Twin Ext Lead, Joystick.£29.00 


Competition Pro 5000. £10.99 

Konix Navigator.. £10.50 


KonixSpeedking(Auto).£8.99 

Competition Pro 5000 Xtra..£12.99 


SOFTWARE:- 

3D Pool 
Altered Beast 
A.P.B. 

Bad Company 
Batman the Movie 
Battlechess 
Battlehawks 1942 
Beach Volley 
Blade Warrior 
Blood Money 
Bloodwych 
Bomber 
Cabal 

Chambers of Shaolin 
Chaos Strikes Back 
Chase HQ 
Chicago 90 
Conflict Europe 
Continental Circus 
Cyberball 
Damocles 
Demons Tomb 
Double Dragon 2 
Dragon Ninja 
Dragon Spirit 
Dragons Breath 
Dragons Lair 
Drakkhen 
Drivin Force 
Dynamic Debugger 
Dynamite Dux 
Falcon 

Falcon Mission 
FI 6 Combat Pilot 
Ferrari Formula One 
Fighting Soccer 
Forgotten Worlds 


ST AMIGA 

13.25 13.25 
13.25 16.25 

13.25 13.25 

16.25 16.25 

13.25 16.25 

16.25 16.25 

16.25 16.25 

13.25 16.25 

15.99 15.99 

16.25 16.25 

16.25 16.25 

19.99 19.99 

13.25 16.25 

13.25 16.25 

16.25 - 

13.25 16.25 

13.25 13.25 

16.25 16.25 

13.25 13.25 
13.25 13.25 

15.99 15.99 
13.25 13.25 
13.25 13.25 
13.25 16.25 

13.25 13.25 
19.50 19.50 

- 29.50 

19.50 19.50 

16.25 16.25 

- 15.99 
13.75 16.25 

16.25 19.99 

13.25 13.25 

16.25 16.25 

16.50 16.50 

13.25 16.25 
13.25 13.25 


Future Wars 
F29 Retaliator 
Galaxy Force 
Gemini Wings 
Ghostbusters II 
Ghouls and Ghosts 
Gravity 

Highway Patrol 

Indy & Last Crusade 

Interphase 

Infestation 

Iron Tracker 

It Came From Desert 

Ivanhoe 

KickOff 

Knightforce 

Last Ninja II 

Lazer Squad 

Licence to Kill 

Life & Death 

Light Force 

Lords of Rising Sun 

Magnum 4 

Matrix Marauders 

Midwinter 

Millenium 2.2 

Moonwalker 

Mr Heli 

Nevermind 

New Zealand Story 

North & South 

Operation Thunderbolt 

P47 

Paperboy 
Passing Shot 
P.Gascoigne Soccer 
Pirates 


ST AMIGA 

16.25 16.25 

16.25 16.25 

13.25 16.25 

13.25 13.25 

16.25 16.25 

13.25 16.25 
15.99 15.99 

16.25 16.25 

13.25 13.25 

16.25 16.25 

15.99 15.99 

13.25 13.25 

- 19.50 

12.99 15.99 

13.25 13.25 

16.25 16.25 

16.25 16.25 

13.25 13.25 

13.25 13.25 

- 19.50 

16.25 16.25 

- 19.50 

19.50 19.50 

13.25 13.25 

15.99 15.99 

16.25 16.25 

12.50 15.50 

16.25 16.25 

13.25 13.25 

13.25 16.25 

16.25 16.25 

13.25 16.25 
15.99 15.99 
13.25 13.25 

13.25 13.25 

16.25 16.25 
16.25 16.25 



ST AMIGA 

Populous 

16.25 

16.25 

Promised Lands 

7.50 

7.50 

Powerdrift 

16.25 

16.25 

Pro Tennis Tour 

16.25 

16.25 

Precious Metal 

16.25 

16.25 

Quarterback 

12.99 

12.99 

Rainbow Warrior 

16.25 

16.25 

Red Heat 

13.25 

16.25 

Red Lightning 

- 

19.99 

Rick Dangerous 

16.25 

16.25 

Robocop 

13.25 

16.25 

R.V.F. Honda 

15.99 

15.99 

Shinobi 

13.25 

13.25 

Skidz 

12.99 

12.99 

Silkworm 

13.25 

13.25 

Sim City 

Space Harrier II 


19.50 

13.25 

16.25 

Strider 

13.25 

16.25 

Star Wars Trilogy 

16.25 

16.25 

Stryx 

13.25 

13.25 

Stunt Car 

15.99 

15.99 

Super Wonder Boy 

13.25 

16.25 

Super Cars 

12.99 

12.99 

Switchblade 

12.99 

12.99 

The Lost Patrol 

12.99 

15.99 

Toobin 

13.25 

13.25 

Triad II 

16.25 

16.25 

Tower of Babel 

15.99 

15.99 

Turbo Outrun 

16.25 

16.25 

TV Sports Basketball 

1 - 

18.99 

Ultimate Golf 

16.25 

16.25 

Untouchables 

13.25 

16.25 

Vigilante 

10.99 

10.99 

Weird Dreams 

16.25 

16.25 

Xenon II 

16.25 

16.25 

Xenomorph 

15.99 

15.99 

Xybots 

13.25 

13.25 


ALL PRICES ARE FOR MAIL ORDER AND INC VAT, P&P. PRICES SUBJECT TO CHANGE 

WITHOUT NOTICE, E&OE. HARDWARE AVAILABLE AT ABOVE PRICES, SOFTWARE AT 
UPTO 25% OFF RRP AT:- 28A WESTERHAM AVE, EDMONTON, LONDON N9 4BU. 
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The Magazine of the decade is about to take-off 




The complete guide to entertainment for the IBM PC 

and compatibles. 



FIRST ISSUE FEATURES INCLUDE 

FLIGHTS OF FANCY 

We round up the 
latest in simulations 


ON SALE MARCH 15 ■ AT ALL MAJOR NEWSAGENTS 
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THE EIGHTIES. A 
DECADE PART THREE 


E-J 


The good old days: who could ever forget 
them, eh? No-one - not when there’s some 
old fart like Gary Penn to keep reminding 
you... In the third and hopefully (please) 
penultimate part of this seemingly neveren- 
ding wallow in self-indulgent shy text, we 
cover the magic letters ‘E’ and ‘J’. 

EINSTEIN. Albert was responsible for some 
great things (who could forget the Theory Of 
Relativity? Or Landscape’s Einstein-A-Go- 
Go?), but this wasn’t one of them... only 
because it’s got nothing to do with him. 
Despite sharing the same name as the great 
scientist, the Tatung’s Einstein was so 
unspecial it by and large went unnoticed. 

ELECTRIC DREAMS. Controversy reigned 
when two leading software publishers 
announced affiliate labels bearing this title. 
However, the US Gold Electric Dreams swiftly 
sank without a trace following some 
disasterous releases (comprising ageing 
American stuff on the whole) like Beer Belly 
Burt’s Brew Biz and Spy’s Demise. This left 
Activision’s to dream on, with a mixed bag of 
diamonds and coal... Paul Shirley’s gleaming 
Marble Madness-esque Spindizzy, a black 
interpretation of Back To The Future, and 
lately the sparkling space-age strategy 
simulation Millennium 2.2. 

ELECTRONIC PENCIL COMPANY. A team 
of programmers that turned out some smart 
stuff in its time. An unlikely but very tasty 
computer interpretation of Frederick For¬ 
syth’s novel The Fourth Protocol for 
Hutchinson was followed by an equally 
unlikely but very nice computer adventure 
based on those Dl Y mechanical dinosaur toys 
Zoidsfor Martech, and an innovative ‘Ripping 
Yarn’ adventure entitled Stifflip And Co for 
Palace. EPC eventually begat Binary Vision, 
who went on to produce Wicked for 
Activision’s Electric Dreams. 

ELITE. Arrived with a blaze of glory 
surrounding its debut - the time-travelling 
platform romp Kokotoni Wilf - but it turned out 
to be. Elite then went on to produce some 
very, erm... ‘different’ licensed product, like 
The Dukes Of Hazzard, The Fall Guy, Dunlop 
(911 TS), Thundercats, A Question Of Sport, 
and Mike Read’s Pop Quiz. Butthere was also 


plenty of ‘original’ wares, including Over¬ 
lander and Battleships, and some impressive 
coin-op conversions, such as 1942, Ikari 
Warriors, Commando, PaperBoy, Space 
Harrier and Ghosts ’n’ Goblins. All has been 
quiet on the coin-op licence front for some 
time, but recently the Lichfield-based com¬ 
pany announced that it’s back and about to 
sign up some more. 

ELECTRONIC ARTS. At one time the leading 
American software publisher seemed to 
produce nothing but DIY software... Pinball 
Construction Set (EA’s biggest selling 
product world-wide), Adventure Construction 
Kit, and, in an eversoslightly different vein, 
Racing Destruction Set (a marvellous one or 
two player split-screen racing game full of 
bumping, bashing and bizarre gravity 
effects). Since those early days however, 
EA’s quality catalogue has grown, with an 
impressive array of orginal, varied and 
entertaining product. Who couid forget the 
Deluxe series, Marble Madness (the com¬ 
pany’s only coin-op conversion), F/A-18 
Interceptor, the Bard’s Tale Trilogy (plus a 
host of equally excellent RPG-related titles) 
Indianapolis 500 and of course Populous 
(EA’s biggest selling product in the UK). 

ENGLISH SOFTWARE. The patriotic- 
sounding software publisher’s been very, 
very quiet of late. But in its time it kept Atari 
owners very happy with Jet Boot Jack, the 
racing ‘sensation’ Elektraglide and the shoot 
’em up with a bit too much control for its own 
good - Leviathan. 

ENTERPRISE, THE. Once called the Elan 
and even the Flan, this was the heralded as 
the computer with ‘obsolesence built out’ and 
a dinky little joystick built-in. Unfortunately it 
became obsolete before it even appeared, 
making it the ideal dream machine. 

EPYX. Another American software publisher 
which managed to perform rather well over 
here in the UK. Epyx gave us the excellent 
Games series (Summer, Summer II, Winter, 
World, California) which sadly became the not 
so excellent ‘ The Games’ series. Other 
notable works are the classic platform and 
puzzle game Impossible Mission (and a 
lacklustre sequel), and the Pitstop pair, of 
which only the innovative split-screen sequel 
is memorable. But who can remember the 
rather novel Apshai trilogy, Crush, Crumble 


And Chomp, and Movie Monster? 

,ESTCOURT, MERVYN J. This smart chap’s 
best remembered for the extremely entertain¬ 
ing 3D Deathchase and the motorbike racer 
Full Throttle. What he’s up to these days is 
anyone’s guess. 

EVANS, EUGENE. One of the jewels in 
Imagine’s crown, but he didn’t really shine 
with his simplistic platform game Wacky 
Waiters on the unexpanded VIC20. Eugene’s 
only 16-bit release was the arcade adventure 
The Bermuda Project for Mirrorsoft, which he 
wrote before disappearing off to the States, 
where he now works. 

EVANS, STEVE. Cult hero programmer of 
Guardian, an excellent rendition of Defender. 
Steve also wrote a neat multi-directional 
scrolling arcade-style game called Rocket 
Roger. He’s presently putting the finishing 
touches to Guardian II (which is in a similar 
vein to Williams’ StarGate), but sadly the 
chances of this appearing on 16-bit are slim. 

FASOULAS, STAVROS. The Finnish Byte- 
Wonder gave software publisher Thalamus 
its break with the shoot ’em up Sanxion and a 
second slick shoot ’em up entitled Delta. The 
mental-dexterity test Quedex was his last 
ever project, although he was working on 
something in conjunction with Simon ‘Crazy 
Comets’ Nicol for Silverbird before he left to 
do his time in the Finnish Army, serving on the 
Russian border. Stavvy saw that war was 
potentially hell, and so decided to abandon 
programming destructive games software 
and to write a science fiction novel about love 
and peace and other nice things. His claim to 
shame is that he once left his scent in Sensible 
Software’s kitchen sink. 

FANTASY. Sadly no longer with us, but 
before it left the software scene, it gave us 
some corky games to play and remember to 
this day. The Pyramid, Doomsday Castle, and 
The Backpackers Guide To The Universe 
formed the Ziggy Trilogy (he was the star of all 
three), while the bizarre Beaky And The Egg 
Snatchers provided suitable diversity. 

FINESILVER, MILTON. Had to be mentioned 
not only for his quite superb name (and before 
you feel your bladder being relieved of its load, 
it must be said that it’s his real name) but for 
writing some of the most entertaining text you 
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are ever likely to see (in this case, Computer 
Shopper). Even more incredible is the fact 
that he was Shopper’s resident Einstein 
expert. 

FIREBIRD. British Telecom saw fit to dip a toe 
into the wacky world of software publishing 
with this quality label. In its time Firebird 
produced some of the best product ever, 
including Virus, Revs, Elite, Bubble Bobble, 
Druid, and The Sentinel, and it had Stunt Car 
Racer, Quartz, Rainbow Islands and plenty of 
other super stuff on the way before it was sold 
to MicroProse (thankfully most if not all has 
eventually appeared). Firebird’s sister label 
Silverbird also produced some equally 
impressive wares — like Zolyx, Thrust, and I, 
Ball, remarkably for a budget price. Sadly, 
neither the label is now no more. 

FIRST STAR. This American software 
publisher was responsible for many frust¬ 
rating late nights thanks to its release of the 
classic BoulderDash. It also came up trumps 
with Spy Vs Spy series (based oh the MAD 
comic strip), but its attempt at producing a 
Superman game wasn’t so commendable. 

FORTH. It doesn’t follow third and isn’t used 
by aggressive men with lisps. Nope - it’s a 
programming language. In an attempt to 
carve a niche in the Sinclair-dominated home 
computer scene, the Jupiter Ace came forth 
with its pretend keyboard and a big difference 
to attract the new breed of semi-computer- 
literate punters... It had Forth instead of 
BASIC as its built-in language. Trouble is, 
Forth’s crap. 

GALWAY, MARTIN. The nephew of Golden 
Flautist James wrote lots of great music for 
Ocean, but doesn 't seem to have done a great 
deal since he joined Sensible Software, for 
whom he started writing an RPG-style game 
but for reasons best known to himself turned 
his hand to something else Top Secret 
instead. Ronco’s Golden Galway Greats 
include... Kong Strikes Back, Hunchback, 
Roland’s Rat Race, Yie Ar Kung-Fu, Rambo, 
Terra Cresta, Arkanoid (which originally 
appeared on the Spectrum version of Cobra), 
Yie Ar Kung Fu-ll, Street Hawk, Parallax, 
Miami Vice, Game Over, Wizball, MicroProse 
Soccer, and of course the ubiquitous Ocean 
loading theme - he was writing a new 
version, but it only ever lasted about 20 
seconds because he got bored. 

GARGOYLE GAMES. Now these boys knew 
howto provide computer entertainment. Main 
men Greg Follis and Roy Carter gave us some 
excellent, mould-breaking adventures, inc¬ 
luding TirNa Nog, DunDarach and Marsport, 
and a super isometric adventure entitled 
Sweevo’s World, before forming the Faster 
Than Light label and releasing two marvellous 
arcade-style games: the shoot ’em up Light 
Force and the innovative Shockway Rider. 


Sadly, in fact tragically, Gargoyle was forced 
to pull out of the games industry because the 
money simply wasn’t there, and the boys now 
write business packages. 

GREMLIN GRAPHICS. The Sheffield-based 
software company’s been knocking out 
quality productions for years now. Among its 
many popular titles are Potty Pigeon (see 
Crowther, Tony in the last issue), the ‘norty 
arcade adventure antics of Jack The Nipper 
(and a neat sequel), the underground- 
overground exploits of Monty Mole (about to 
burrow back onto the scene via Core), the 
bouncy fun of Thing On A Spring (and Thing 
Bounces Back), the bouncier delights of 
Bounder (and a sequel), the even bouncier 
still Trailblazer (and its sequel Cosmic 
Causeway), Future Knight, Bulldog (the shoot 
’em up without bullets), and the oriental 
entertainment of Way Of The Tiger and 
Avenger, and... and the list goes on and on. 

GRAY, CHRIS. The co-designer of Boulder- 
dash never quite recaptured his form with 
Whirlinurd, Infiltrator (plusThe Next Day) and 
more recently TechnoCop, although his 
recent work through Mindscape (namely 
Fiendish Freddy) wasn’t too bad really. 

HEWSON. Now Consultants-less. In its time 
this company has housed some great talent, 
including Andrew Braybrook, Steve Turner, 
Dominic Robinson, John Cummings, John 
Phillips and many, many more besides. 
Consequently, Hewson’s released some fine 
product, like The Seiddab Trilogy, Avalon, 
Dragontorc, Gribbly’s Day Out, Paradroid, 
Uridium, Alleykat, Zynaps, Nebulus, and 
Eliminator, and it even had the balls to release 
two surprisingly good steam train driving 
simulations: Southern Belle and Evening 
Star. 

HI - RESOLUTION ZX81 GAMES. After 
years of chunkier than Pedigree Chum 
qraphics, some clever sod managed to coax a 
hi-res display out of the ZX81. It looked great 
- it’s just a shame it happened too late. Most 
owners had already bought Spectrums. 

HOGUE, BILL. What a guy. This man was 
responsible for the first ever proper platform 
and ladders game - Miner 2049er. So what if 
the graphics were built from — this was raw 
playability at its tastiest. Unadulterated 
addiction. Sheer genius. And better still was 
the sequel: Bounty Bob Strikes Back, which 
boasts one of the most impressive high-score 
tables you are ever likely to see ever in the 
whole world. A truly special guy. What the hell 
is he up to now? 

HUBBARD, ROB. Musician. Inspiration. 
Legend. And now whiling away the hours at 
Electronic Arts’ American home. The former 
piano teacher’s debuts (Up Up And Away and 
Razamatazz), were swiftly covered up with 


music for (in no particular order) Action Biker 
(which was ‘adopted’ by a group of 
under-seven Morris dancers called the 
Dinkiesl), Confuzion, Monty On The Run, The 
Last V8,1, Ball, Thing On A Spring, Warhawk, 
Phantoms Of The Asteroid, Thrust, War, IK 
(and IK+ remix), Crazy Comets (and Mega 
Apocalypse remix), Sanxion (one of very few 
games to feature a classical piece - Romeo 
And Juliet), Knucklebusters, Auf 
Weidersehen Monty (in conjunction with 
Benn Daglish), Delta (plus innovative Mix- 
eload Mix-lt-Y’sen MegaMix), Escape From 
Singe’s Castle, Lightforce, Shockway Rider, 
Saboteur II, Sigma Seven, Nemesis The 
Warlock, Ricochet, BMX Kidz, Skate Or Die, 
plus umpteen other tunes which never made 
it, including a version of Jean Michel Jarre’s 
Zoolook (written fora Durell game). Latest hits 
include Populous title tune, and music for 
Indianpolis 500 and Budokan. No doubt our 
(their?) Rob is going to go on to write many 
more musical masterpieces. Let’s hope it’s 
more widely available than to PC owners rich 
enough to use 50 
notes to wipe their bums. 

IMAGINE. What a slick outfit. See the 
Psygnosis WIP on page 27 for further details. 
Just for the record, the company that was The 
Name Of The Game’ released some good 
(and not so good) gear, including Arcadia, 
Zzzoom, Pedro, Catcha Snatcha, Wacky 
Waiters, Schizoids, Ah Diddums, Molar Maul, 
Frantic, Stonkers, Cosmic Cruiser, Psyc- 
lapse, Bandersnatch, and Jumping Jack 
(AKA Leggit on the Atari). 

INCENTIVE.‘Yippeel’Thefirstevercoherent 

Spectrum speech came with the company s 
debut - the novel maze game Splat! Fun 
puzzle action followed in the form of 
Confuzion, and with the Graphic Adventure 
Creator under its belt, Incentive went on to 
produce a series of ‘real world’ adventures 
utilising a technique known as Freescape 
(TM).Afterabrief flirt at MicroProse, Incentive 
is now affiliated to Domark. 

INTERCEPTOR. Started life producing poor 
men’s versions of (then) current arcade 
faves, like Donkey Kong, PacMan and the 
like. Went on to do good with a run of more 
impressive but by no means less derivative 
products, including the text-with-pictures 
adventure Heroes Of Karn, the PacMan-ish 
Guzzler, the off-beat Wheelin’ Wally, and 
Trolly Wally (in which the burger-like Wally 
goes shopping in a multi—directional scrolling 
platform-laden supermarket to the sound of 
‘Popcorn’). Interceptor then spawned two 
‘sub- labels’: Players and Pandora, on which 
the excellent Into The Eagles Nest, Joe Blade 
and Galdregon’s Domain were released. The 
company now manufactures everything from 
satellite dishes to compact disc cases. 


Next Month our blast from the past continues with the rest of the alphabet.. 
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THEY ARE 
THE DEMONS & 
DRAGONS OF HELL 

- YOB ARE THE i 


ONE NAN, ONE SWORD, 
ONE FREE WORLD. 


SPOOKY SPECTRES, DEADLY 
DEMONS... ARTHUR, THE DARE 
DEVIL KNIGHT IS BACK! 
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